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Resident Evil Outbreak File #2 is in every way an expansion and improvement over last year's 
game. The aiming | System enhancements are worth the price of admission alone. Outbreak 
is. a fun game, whether you are playing online with other people hoping to survive the horror, 
or playing alone hoping to hone your skills. While playing the game is intuitive and simple, 
documenting these two titles has been Something of a monumental undertaking. With the 
release of this strategy guide, we've taken the process even further by covering all of the 
game's various new scenarios at every difficulty level. 


Let me repeat that: Every difficulty level is covered! No matter what difficulty setting is 
chosen, there is a corresponding comprehensive list of items and their locations. The hope is 
that this added level of coverage should prove beneficial to players of all levels, from novices 
starting | made to herdeore vets looking 10 find an ‘extra Green Herb in the sparsely 


Furthermore, this strategy guide enables you to “count shells” as it were by exposing a 
hidden points system the game uses to determine attack power, damage, and character 
status. With these statistics, it should be possible to determine game aspects such as the 
number of bullets that must be fired from a specific weapon to kill a Zombie, a Licker, or a 
‘Tyrant. Even without the math, these figures enable you to compare the strength of monsters 


BF corectrioratonreoess in this quide may seem a little overwhelming, 
try to take itin small chunks. Look for what you need for your level of playing. Even if you 
think you have mastered the game, this guide can probably shed some light on a few more 
details you may have overlooked. Have fun and stay alive out there, and pass me some of 
hat Green Herb! 


- Dan Birlew, Author 


This chapter describes the basics of getting around the menus and understanding the basic controls and functions 
of Resident Evil Outbreak File #2.This chapter also contains advanced tips and strategies to help you 
become a smarter player, 


Control Scheme Dise 


Throughout this strategy guide, the default controlecheme 
is used to help familiarize the player with Controis and 
navigation, 
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Starting a Gam: 


After starting the game, press 
START to enter the main menu. 
From this menu, you can select 
either Single Play or Network 
Play mode, From this menu, you 
can also view game statistics 
in the Character Log soreen, 
open bonuses and extras in the Collection menu, or configure game and 
controller choices in the Options menu, 


If a PlayStation® 2 Hard Disk Drive (HOD) is installed in the system, the 
option to install the game to the HOD appears at the bottom of the main 
menu. Installing game data to the HOD reduces toading times during 

the game and ensures a faster and smoother online experience, But 

as a result of running the game from the HDD, clear times required in 
achieving better rankings become shorter, 


gle Play Mode 


Single Play mode allows for the game to be played offilne with two 
artificial intelligence-controlled partner characters, also known as 
“AIPCs”, Use the Single Play 

mode to memorize maps and 
refine your survival skills before 
Jogging online to play with others. 
After choosing Single Play mode, 
Consider the following decisions 
to begin a game: 


1.Seleat a scenario to play, Initially, four of the main story scenarios are 
available. The fifth scenario,"End of the Road”, becomes available when 
the four available scenarios are completed, Elimination and Showdown 
scenarios become available when they are unlocked in the Collection 
menu, 


2, Select a player character to control. 


3, Select two APCs to accompany the player character. To play the 
scenario without AIPOs, choose the open door Ieon and press the @ 
button. 


4, Select the level of difficulty, Hem appearance and locations change 
and the scenario objectives may differ. Enemies have more vitality 
points and greater attacking power on higher difficulty levels. 


5. Once the requirements are met, Infinity mode bacomes an option for 
Single Play mode, In fofinity mode, all weapons found during the game 
have infinite ammunition, Ranking and ranking points acoumulated are 
severely reduced when Infinity mode is active, Set Infinity Mode On or Off, 


6, Nightmare mode becomes an option when certaln criteria are met, Ie 
Nightmare mode, enemy attaoks inflict double the damage and recovery 
items are only 75% as effective, Ranking and ranking points accumulated 
are greatly increased if Nightmare mode is active, Set Nightmare Mode 
On or Off 


Network Mode 


Network mode is the place to play the game online through a PlayStation® 
2 Network Adaptor connected to the Internet via broadband cable. In 
addition to the required equipment and game disc, you must have a 
broadband service provider and a memory card inserted into slot 1 with 
save data containing your Internet settings. If you have not created your 
Internet settings previously, you are prompted to create your settings 
during the online connection routine. Follow the instructions detailed in 
the instruction manual included with the game to set up a Capcom 1D and 
join in the online fun, 


After logging in, the Main Lobby screen appears. Decide whether to 
play a scenario In Quick Start mode with the first three other available 
players, or enter Free Mode and set up a custom game with specific 


players. 

Re 
The first option at the bottom of the screen |s Free Mode, wherein you 
‘can enter regional areas and find players of similar ranking or abilities, 
‘or hook up with your online friends via keyboard or headset chat. While 
in Free Mode, you can create a game or join a game created by another, 
Password options enable you to secure the room for certain individual 
players and issue invitations, 


“Quick Start eed 


‘Free Mode 


Choose one of the five scenarios listed at the bottom of the Main Lobby 
screen to start a scenario anonymously in “Quick Start” mode, Quick Start 
enables players to join in one of the five main sbenarios. You join a server 
with the next three available players regardless of Identity and engage 
in Network play at the Normal difficulty level. 


After selecting a mode of play, the 
Select Character screen appears, 
Initially, there are eight choices of 
player charaoters. All characters 
come from various backgrounds 
and boast a variety of unique 
skills and abilities that they can 
use during the game, For specifics on the strengths and weaknesses 

of each player character, see the “Characters” chapter, If additional 
‘Costumes are available for the character, move the directional buttons or 
Left Analog Stick up or down to change the costume name listed under 
‘the character, 
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In Single Play mode, select & 
player character to control 

and then select two AIPGs to 
accompany the player character, 
‘View the relationship charts in the 
“Characters” chapter, and choose 
AIPCs characters who are most 
Compatible with the chosen player character. If the"Gostumes and NPC 
Characters” extra costume is purchased in the Collection menu, go ahead 
and customize the look of AIPCs if additional costumes are available. 


Miter choosing a mode of play and a player character, select the desired 
level of difficulty, This option ts not avaliable with Network Mode’s Quick 
Start option, As the difficulty 
level increases, enemies become 
tougher to kill and their attacks 
become stronger. Weapons, 
‘ammunition, and supplies are 
more difficult to find in greater 
difficulty settings, 
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PLAYING THE GAME 


Starting a Game 


Initially, the only choices are Easy or Normal difficulty. Clear all 

five scenarios in Easy or Normal difficulty to open Hard mode in the 
Collection menu. When enough ranking points are accumulated, Hard 
mode can be purchased from the Collection menu, 


Clear all five scenarios in Hard difficulty to open Very Hard, Infinity, and 
Nightmare modes in the Collection menu, then raise the required amount 
of ranking points to purchase these modes, The unlocking of higher 
difficulty levels is detailed in the “Collection” chapter. 


Scenario Lobby pes 


In Network mode, the scenario does not begin until all player characters 
enter the scenario lobby. The lobby is typically a limited area of the first 
foom of the scenario, without enemies or items. If four player characters 
do not enter the lobby before time expires, the game begins with 
whomever is inthe lobby at that time, 


: e/Options 


Scene/ 
Screen 


There are two ways to move a player character in the game, Moving the 
Lef{ Analog Stick in any direction moves the player character relative 
1o the on-screen view, For instance, moving the Leff Analog Stick lett 
causes the character to head toward the (aft side of the soreen, Move 
the Left Analog Stick right to move the character toward the right side 
of the screen, and move the Left Analog Stick up to make the character 
move into the background, Move the Left Analog Stick down To ghide the 
character toward the screen until he or she moves inte the next camera 
angle. Moving the character with the Left Analog Stick in this method is 
known as"3D movement”. To run, hold the @ button while moving, 


As you move around stages and enviconments, the camera angle may. 
suddenly shift. Continue fo hold the Left Analog Stick in the direction 
held for the previous camera angle to make the character continue to 
move in the same direction. Upon releasing the Left Analog Stick, the 
controls reset. Move the Left Analog Stick In @ new direction relative to 
the character's new position on-screen, 


The second character movement method involves using the directional 
buttons. Pressing the top button causes the character to move forward, 
Pressing the left or right buttons causes the character to turn to his 
or her right of left, Pressing the bottom button causes the character to 
back away slowly. This style of moving in fixed directions is called “20 
movement" and is styled upon the classic Resident Evil controls. 


Quick Turn 


Press the bottom directional button and the @ button at the same time 9 
toexecute a Quick Turn, This move enables the character to effectively] | 


spin around and run from enemies, A Quick Turn |s easier to-exeoute and 
probably more useful it the directional buttons are the preferred control 
for moving the character, 


Cinematics, events, and cut 

soenes enhance the story and 

sometimes reveal Clues regarding 4 ee 
‘gameplay objectives, However, : 
cvents alse count as part of 

total game time, Therefore, it is, 

essential to skip over them when 

frying to aohieve the fastest clear time, Press START fo skip a scene or 

event after it begins. In Network mode, the game skips a cinematic event 

when a// piayers press START at least once. If a scene continues to 

play, it means at least one player of the team has not pressed START, 


The Action button (@) shares a variety of case-specific functions 
throughout the game. During gameplay, use the Action button to search 
areas for clues and hidden 
objects, take Items and supplies, 
open a door or other such object, 
or climb onto or off of a ledge, 
While viewing menus and sub- 
Screens, press the Action button 
fo confirm a menu choice 


‘While holding the R1 or R2 buttons, press the Action button to unleash an 
attack, The attack performed depends on whether a weapon is equipped. 
More combat details are covered in the "Combat" section that follows. 


Pushing Objects 


Certain objects can be moved across the ground or floor to create 
barricades, reveal hidden doorways or orawlspaces, or solve 

tal puzzles.To push an object, stand near the backside of the 
object and move against it. If the object can be moved in the desired 


environm 


direction, the character hunkers down and begins to slide i! across the 
floor, While pushing an object, contact with an obstacle, another player 
character or an enemy causes the character to stop pushing. 


and other players can communicate using a 
hal chat. The Right Analog Stick is used to 


Press the Ad Lib button (@) to 
post additional comments of a 
fandom nature. An ad-lib may 
contain offensive language, so use 
this function at your discretion, 
The line of text that appears on: 
Screen may just be a character's 
random or panicked thought. Some ad libs may provide clues as to what 
must be done next or how to solve a situation, If things are unclear as to 
what to do next, try pressing the Ad Lib button to reveal information that 
‘may prove helptul, 


Chatting with NPCs as 


Ifa non-player character (or 
“NPC”) is present in an area, it 

is possible 10 communicate with 
him or her in two ways. Either 
press the @ button to interact 
directly with the NPG, or position 


the player character within 

‘Sight range of the NPC and press the @ button to engage in aside: 
Conversation” with the NPC. In some instances, if the NPC is previously 
acquainted with the player character via the story line, the conversation 
may be completely different than if the NPC and player character have 
no relationship at all, 


A Major example of this occurs during the “Desperate Times" scenario, 
The police officers of the B.AD. are friendly and helpful to all player 
Characters. However, if Kevin is chosen as the player character for 
“Desperate Times", Ad Lib communication with the NPC officers is 
Ghtirely different and much more personal, 


Commanding AIPCs 


in Single Play mode, use the chat functions to command AIPCs fo perform 
certain tasks or encourage them to behave differently, For example, if 
you are trying to examine an area and an AIPC is standing in the way, 
issue the “Gol” command, The AIPG should move to another tocation, 

Or, if you want an AIPC to follow you out of the room, call his or her 
name or use the “Come!” command, If your player character Is being 
attacked, issue the "Help!" command and all AIPCs In the immediate 

room should rush to your side and attack, However, whether or not an 
AIPC will respond in the most helpful manner of not is determined by the 


relationship system, as depicted in the Characters” chapter. 


AIPGs also issue chat commands, requests, and ad libs just like a real 
player character. By responding to these comments in a timely manner, 
it's possible to instigate a “conversation” that actually follows a strange 
dearee of logic, 


If an AIPC is wounded or afflicted by Poisoning or Bleeding, press 
START to open the status screen and view their status. Some AIPGs are 
programmed not to heal until a certain status level is in effect. If the 
AIPG has a recovery item but doesn't use it, select the item in his or her 
inventory and choose the "Ask fo use" option, 


45 AUTO MAGAZINE 

REMAINING ROUNDS: 

A magazine tor Kevin's favorite 
gun, Reloads 45 ACP rounds. 


Opening Doors 


Position your player character 

in front of a door and press the 
Action button & to open the door. 
Provided the door is unlocked, 
your character will open the door 
and step into the next area. The 
game must load additional data 
between rooms. Loading time can be reduced in both online and offline 
play by installing the game to a PlayStation® 2 HOD, 


Locked Doors : 


Ifa door is looked, a character will rattle the doorknob in vain. The 
easiest way to open a looked door is to find the key that unlocks it 

Alyssa can use her Picking Tools to open many locked doors in the game. 
Mall else falls, attack the door until It breaks open. Locked doors can 

be blasted open with guns, bashed open with melee weapons, or rammed 
aside using a series of unarmed tackle attacks, If 8 door shakes when 
attacked, it means there is a possibility that it can be broken down. If the 
door does not move when attacked, it absolutely will not open unless the 
proper Key item is used fo unlock it, 


It'S lOtked with o sinbi 
(The Totk looks fragile.) 


Doors contain a certain number of 
vital points. Therefore, some doors 
can withstand a larger number 

of attacks than others, Guns will 
break down doors much more 
quickly, but at the expense of 
ammunition that would be better 
used against monsters. Melee weapons break down doors faster than 
tackling or kicking, but melee weapons degrade in quality each time they 
are used, eventually breaking and becoming useless, Decide whether or 


not to use a weapon to break down a door based on the situation, 


Status Screen 


Press START during gameplay to open the Status screen. This menu 
allows for the viewing of your player character's health status as well 
as other player characters or AIPCs in the same room. This menu also 
Contains descriptions of items acquired or items that may be traded with 
others, The Status screen allows for the use of items to recover or heal 
others. The Status screen is also the place to go fo equip weapons and 
reload them. One or more herbs can be combined In the Status screen to 
form Mixed Herbs of greater healing power. Also, parts can be combined 
to form tools or custom weapons here, 


> Reloads 46 ACP rounds. 


aracter Status 


Each time a new scenario starts, characters begin in excellent condition, 
known as "FINE" status. On the Status screen, the character's health Is 
reflected in the color behind his or her jame. The lite bar near the bottom 
of the screen also indicates the character's status. When a character 

Is in excetlent health, the life bar shows a regular heart rhythm and 
lows green. As the character sustains damage from enemy attacks or 
explosions, his or her status deteriorates to the “CAUTION” level, The life 
bar changes colars to reflect the remaining amount of life the character 
has left. Some enemies can inflict "POISON" or “BLEED” status on a 
character, which causes the character to gradually fose strength points 
as time passes. 


As characters drop in status, their 
posture and movement speed are 
also affected. If status becomes 
poor enough, a player character 
becomes unable to escape or run 
from enemies, becoming a virtual 
sitting duck."BLEEO” status 
causes the character to immediately start walking as If severely injured, 
When damaged fo the point of death, the character falls to the ground 
and begins crawling, 


Character status can be improved by using health aids and recovery 
items, such as Green Herbs, Recovery Medicines and First Aid Sprays. Use 
of these items instantly improves a character's status and posture, and 
his or her movement speed returns to normal, Administering Blue Herbs 
or Antidotes to a character can cure Poisoning, while using a Hemostat 
Can cure Bleeding. To use a recovery item, access the Status screen, 
Select an appropriate health aid, then press the @ button, Select the 
“Use” command to administer first aid to your character. More details on 
recovery items and character status are covered in the "Recovery Items” 
shapter 


Obtaining Items 


While exploring environments, a 
Character will encounter useful 
Supplies or necessary key items 
On floors, shelves, tables and other 
locations. Useful items are easy 
to spot, since they occasionally 
“glitter” as if a character is 
hoticing them, But take note that 
not all items glitter 


Atleast one free inventory slot is required to pick up an item. Move to 
the item and press the @ button to obtain it, The Status screen opens and 
the first inventory spot is highlighted. Move the cursor to an open slot 
and press the & button to store the item there, 


HUNTING RIFLE 
Wit! you take it? 


If a player character's inventory is full, an item in possession may be 
exchanged for an item in the environment. Simply highlight the object 
to be discarded and press the @ button to move the new item to the 
inventory while the previously held item appears in the environment 
where the object used to be. 


Some items can be combined and carried in a single item slot, such as 
ammunition or medicinal pills, White attempting to grab an herb, if a 
compatible herb or herb mixture is already in the Inventory, the two can 
be mixed on the spat to create a new Mixed Herb, 


RED HERB 


Except for ammunition and medicine pills, only one item can be procured 
ata time. Most characters can only carry up to four items at a time, Yoko 
can carry eight, due to the knapsack she carries, When Yoko picks up 

an (tem, it can be stored in the knapsack immediately by selecting the 
knapsack instead of an inventory space. To make Gindy pick up additional 
quantities of single herbs, simply highlight her Herb Case instead of an 
open item slot, 


Using Items 


To use an item, open the Status screen and highlight the item. Then press 
the & button to open the popup menu, and choose the“Usé” command, If 
the item is a key of object to be used on a door or device, the character 
must be standing directly in front of the door or location to use the key. 


Any character can equip a melee weapon, a throwing weapon or a firearm 
by selecting the weapon in the Status screen and pressing the @ button. 
Choose “Equip" from the popup menu.The character draws the weapon 
and holds it in his or her right hand, Firearms can also be equipped by 
choosing the “Reload” option. For this to succeed, however, the firearm’s 
magazine must be partially empty and the proper ammo must be 
available, Characters can also equip a First Aid Spray and spray it on an 
ally as he or she walks past to heal them, 


Equipping Items 


“Combining Items 
Select an item in the Status 
soreen and press the @ button, 
One of the commands on the 
‘popup menu ts"Combine”. This 
command allows for two items 
to be mixed, if it is logical to 
oso, Ammo may be combined 
with firearms to reload them, or herbs can be combined to make better 

mixtures, Yoko can combine items with her knapsack to store them away 

for later use. indy can combine herbs with her Herb Case to store them, 

David can combine items to create homemade weapons, as long as he 

‘has some Vinyl Tape. George can combine herbs and Mixed Herbs with — M 


Medical Set to make medicinal pilts, 
Requesting Items fom. | 


While inthe same room with other player characters, open the Status 


sereen to view their status and the items they possess. 1 another player { | 
character has an item that is needed, move the cursor to that item space = ™ 


and press the @ button to request a trade with the player. if you are 1 | 


‘requesting an tem from an AIPG in Single Play mods, the AIPC may or 
Oi 


‘may not move toward your player character and present the item. When 
an item is presented to your player character, move directly up to the 
offering character's hand and press the @ button to take the item, 


OREEN HERB 


Presenting Items 


Hf an item is being requested from your player character, the Status 
Soreen opens and the requested item flashes. If you agree to turn the 
item over, press the @ button and choose the “Present” command, Your 
player character then holds out the item for partners to take, When 
presenting an item in Single Play mode, the nearest AIPC approaches and 
takes the item, 


Trading Items 


While requesting or presenting items, always consider giving the person 
an item in trade. Normally, when you move to take an item from another 
player character's hand, the Status screen opens with the cursor 
highlighted on the first item slot, However, by moving the cursor to an 
item slot that is occupled by a weapon or supply, that item is moved into 
the other character's inventory when the trade Is confirmed. tf you are 
requesting something from @ player character in Network mode, you must 
a/ways be willing to give up something in return, Conversely, If you 

Give an item to another player and they give you nothing in return, do not 
hesitate to request an item back immediately, 


Additionally, if your inventory is full then you cannot request an item 
without giving up one in return, Carefully consider which item to hand 
over, taking into account your needs as well as the current needs of the 
trading partner, View their current health status as well as the amount of 
ammo they have left, 


Obtaining Items from Dead Characters 


When in the room with a player character or AIPC who is dead, open the 
Status screen to view that person's items. It's possible to use a dead 
character to store up to eight 
items for the group. Essentially, 
it's like using his or her body as a 
storage point! 


Like items, files glitter in the environment. Player characters read and 
memorize Miles the same Way items are obtained, by moving to the file's 
location and pressing the © button to read if, To reread files, press START 
to open the Status menu and press the R1 button to scroll to the “File” 
Screen and view a list of text 

files found during the game, While 
reading a file, press the @ button 
to Ad Lib and learn what the 
character thinks about the file's 
contents 


When a file ts found in the environment, the file can be read at that point 
or later, ff °No'"is chosen, simply view the file tater trom the File screen. 
Reading files is a real-time event, which means that player characters 
are vulnerable t0 attack while a fie is open, Make sure that no danger is 
imminent to the character before stopping to read materials, 


Press the Map bution (@) to access a map of the surrounding area. When 
a map document located in the environment is viewed, then any room can 
be viewed including those not yet visited as well as rooms on other floors 
of the stage. If the map isn't viewed, only rooms previously visited can be 
viewed, Without a map, other floors besides the one currently occupied 
cannot be viewed, 


\Area near the zoo 
"Elephant 


stourant 


life, 
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While viewing a map, move the Left Analog Stick to adjust the viewing 
area, Position the crosshairs over a room to view the name of the room 
Of area, Press the L1 or L2 buttons to view the next level down, or press 
the R1 oF R2 buttons to view the mex! level up, Press the & button to. 
cycle through stages. Green rooms indi¢ate areas previously visited, 
while red areas indicate the current location of your character. 


ez 


The map also displays the lovations of i... whe are | 
calling for help, player characters who are crawling on the ground, and Saving {he Sam ! 
dead player characters, tems left ina room are indicated ‘on the map by I While playing a scenario In 

icons that Indicate the type of item, Single Play mode or Network 


mod canbecreatedon 7 ; 
a y Card inserted into slot : 
1 of the PlayStation® 2.To save, 


a find a blue typewriter, Move to 
Ez {con Hlesoriotion es | the typewriter and press the @ 
I ReaTriangle | Your player character's location on the map and direction button to examin hen the 


MAP ICONS 


he/she is facing, 


Green | Location of another player character who is speaking, i 
| Diamond , | q 
iaion Location of a player character who Is crawling Picsialtaitine mane a vel 
Red X (haetion of dead ebbver tharectan ata typewriter, If the soenario is then completed and you want tosave = 
" rR apr pp PURER results to the memory card, the typewriter save must be overwritten. | 
« r ; - In Free Mode of online play, you can Save your pi ‘game and 
W ocation of a weapon 
——o— | go back to finish at a later time, either with or wit ther players 
sR ee Eee | 4 the scenario with.The same rules and settings created at the 
| f items in the “other” category, such as keys, eto tt y 
18 Lea I Se sha ©} gtart of the scenario still apply when the save game is loaded, / 
| ? | Location of an unknown item according to Jim's “Item Sense’ | x 
| 


| ability 


Viral Infection 


All player characters start every scenario infected with the T-virus, 

which gradually spreads throughout the person's body over the course 

of time. The virus acts as a kind of timer, requiring the completion of the 4) 3) 
scenario before too much time elagses, Damage or contact with enemies 

inoreases the virus meter significantly. 


Press SELECT during gameplay to access the Options: Menu, Jn Single 
Play mode, viewing the Options Menu pauses the game and freezes all 
action on-screen. In Network mode, real time’continwes while the Options 


Menu is open. Characters can be attacked while viewing options, The gradual spread of the virus cen be halted for 1 minute 30 seconds by 


taking Anti Virus pills. This allows more time to search the environments 


In the Options Menu, changes can be made fe the controller configuration, and gather supplies and ammunition to complete the scenario. AntiVirus 
screen brightness and position can be adjusted, and so on, Use the Quit pills are sometimes found during certain scenarios. George 

option to exit the scenario. All changes made to the Configuration are 

saved when the scenario Is successfully completed, To make changes to his Medical Set, 


the configuration before starting a scenario, use the Options command of 
the main menu, 


'f a character takes so much damage that he or she can no longer walk, 
he or she will fall to the ground and start to crawl, While a character 

is crawling, the virus spreads rapidly through the body at 60x the 
character's normal infection rate, When the virus spreads to 100%, 

the character dies and returns to life as a zombie. Hf the character 

who reaches 100% is the last player character alive, the game ends 
immediately, in Single Play mode, the game also ends immediately If the 
lone player character dies of the virus. If you are wounded to the point 
where your character is crawling, use a recovery item immediately ot 
appeal to other player characters to pick your character off the ground, 
Either method returns the viral infection rate to normal, 


Severely wounded characters do not move as quickly as normal,A player 
character at full health can be of benefit to an injured character by 
Carrying the wounded person on his or her shoulder. When a healthier 
berson carries a wounded character, slower injured characters are not 
{eft behind, To carry a wounded player character AIPG or NPO, move to. 
the Wounded person and press the carry him 0 

“End of the Road” scenario, an 1 


Press the @ button to stop carrying another character. If you are a 
player character being carried and you want to walk on your own, press 
the @ button to make the other person stop carrying, When a player 
character has taken so much damage that he or she must crawl, the 
Virus bepins 10 spread rapidly throughout that person's body. Picking up 
the crawling person returns the rate of infection back to normal, and 
also restores just enough physical strength points to allow the wounded 
character 10 move on his or her own, 


In Network mode, if a character dies as a result of damage from enemies 
or the spread of the virus, the character returns to life as one of the 
undead. As a zombie, player characters can stagger around (press the 
Left Analog Stick or directional buttons), Press the Ad Lib button (@) 
to make your character grunt and groan.Press the Action button (@) to 
attack your former allies.To chase player characters from room to room, 
‘attack doors to knock them open. Zombie mode lasts only fora short 
ne, though. Damage inflicted by player characters shortens 
‘Spent in zombie mode, 


Unarmed Attacks 


attack, While the character's hands 
1 or,R2 buttons and press the & button 


‘or knocking down other types of 


‘characters have a low, stomping kick. When a character has no 

press and hol the A1 or R2 buttons and hold the 

S down directional button to lower the aim of the 
Character, Press the @ button to make the character stomp whatever Is 
On the oround directly below him-or her, This attack is an effective means 
‘Of killing zombies that have fainted and fallen to the ground, Use the low 
kick to conserve ammunition. 


Special Actions 


Hold the Ai or R2 buttons and press the Cancel button (@) to perform 

a special action. Each character has a unique special action that he or 
she may perform even while equipped with @ weapon, Many characters’ 
special actions enable them to avoid or guard against damage from 
enemies. Kevin performs a powerful kick that knocks down locked doors 
Or causes enemies to stagger, George has a powerful tackle attack that 
can knock an enemy flat on the floor. Yoko, Alyssa and Cindy all have 


valuable escape moves that prevent harm if used at the correct moment. 


Refer to the "Characters" chapter to learn more about these special 
actions. 


Melee weapons are short-range, temporary weapons that a player 
character equips in the hand (e.9., Iron Pipes, Scrub Brushes, knives, oF 
Crutches). To use a melee weapon, press and hold the R1 of R2 buttons to 
raise the weapon and press the @ button to bash opponents, Mark uses 
melee weapons to greater effectiveness than any other character, 


Except for knives, all melee weapons degrade in quality after several 

uses, Pipes become bent and unusable and broomsticks break, Eventually, \_ 
successive attacks wear down the melee weapon to a nub that is only 

useful for throwing. Melee weapons do not break in Infinity mode, 


Throw weapons are projectiles that can he used once only. Since throw 
weapons fly in an aro from the character's hand, stand al medium range 
to hit a target. If the character is too close to the target, the weapon 4 
fies right over the enemy! After throwing an Item, the player character's 

hands become empty. Equip another weapon immediately in preparation = \ 
for the next battle. Throw weapons include Chemical Bottles, Molotov Ta 
Cocktails, Concrete Pieces, and melee weapons that have been worn ~ 
down to the nub, 


A firearm is any weapon that requires ammunition to attack, Firearms 7 
can he used to attack enemies from medium or long distances, limiting §=—-\ 
the chanoes that an enemy can 
counterattack or inflict damage 
to the player character, Firearms 
include projectile-firing weapons 
such as Handguns, Shotguns, 
Grenade Launchers and Rocket 
Launchers, 


During the “End of the Road” scenario, the powerful swipe 
attacks of a Huntercan break firearms, To fixa broken Handgun 
or Shotgun, David the plumber can use his Junk Parts to 
repair the firearm, If David's services are not available, the 
broken weapon is Useless. 


Press and hold the RI button to make your player character auto-aim at 
the closest enemy, If the enemy 
moves or ducks, press the L1 
button to adjust the character's 
aim. By holding the L1 button, the 
character will “track” an enemy 
continuously with his or her 
weapon, 


Sometimes, you may want to attack an object or barrier rather than an 
enemy target. In such cases, position your character facing the object 
and hold the R2 button to aim directly ahead. Aiming Is a factor not only 
in using firearms, but also in using melee weapons and unarmed attacks, 


While aiming at one enemy target, you may need to switch aim to another, 
For instance, if you are shooting one zombie and holding it at bay, another 
zombie may charge in to attack from the side. Hold the R1 button and 
press the L1 button to switch aim to the next-closest target, 


Reloading 


Firearms can be used until the weapon's magazine runs out of 
ammunition. The weapon must then be reloaded with compatible 
ammunition to be used again. Reloading is a real-time event, leaving the 
player character vulnerable to attack. To reload safely, escape 10 another 
area or reload while another player character engages the enemies, 
Firearms do not need to be reloaded in Infinity Made, 


Hold the L1 button to reload a firearm equipped by your character, then 
release it to stop reloading. Firearms can be reloaded faster when the 
player Character possesses a full magazine for the type of firearm 
equipped. 


SCENARIO COMPLETION 


Ranking Points 


wild things 
a 


CHARACTER 
DIFFICULTY 
COMPLETION RATIO 
PLAY TIME 
SuRvivoR 

5) 1 TEMS 


RESULT POINTS 
OV LEN EVENT CHECKLIST 0K 


Upon completion of any scenario, the player is awarded a grade based on 
the fotal time taken to complete the mission. This grade and several other 
factors are combined in a complex formula to determine the ranking 
points achieved in the scenario, Ranking points can be used to“ purchase" 
honuses and extras in the Collection screen, so earning a lot of ranking 
points is important, 


Examining the formula shown on the next page, it is easy to ascertain 
how 10 achieve a higher number of ranking points per game. Online play 
multiplies the points far greater than the multipliers of offline Single 
Play mode, Therefore, the easiest method of acquiring ranking points is 
{o complete scenarios online in the fastest time possible 


However, It is still possible to attain lots of ranking points in offline mode 
by playing Very Hard mode with no partner characters and Nightmare 
Mode turned On, completing scenarios without using weapons or taking 
Gamage. Thus, the stakes are higher but the rewards are still just as 
great without an online connection. 


CALCULATION ME 
POINTS—SINGLE PI 


ria = 600,"Flashback" Forest 
0) 


d x10 (Elimination Mode only 


E | Difficulty (Easy = 0.6, Normal = 1.0,Hard= 1.5, 
| Very Hard = 3.0) 
F _| Surviving AIPC— chart beaw) 


0,0=18,0=12, 


6 Clear time ranking (S 
| £ = 1.5, Game Over = 1.0) 
; i Special Bonus Multiple (Normal = 1.0,"No Damage” = 2 
| No Weapon" = 2.5,"No Damage” & "No Weapon" = 3.0) 
BTA ‘Infinity Mode (On = 0.3 
|___1__| Nightmare Mode (On = 2.0) 


K | Tutorial Mode = 0 (Tutorial Scenario only 


L No =0 
| Result Point C+O)xExFxOxWxIxJxKx L (troncates below 
| the decimal point) 
iad i! I . — 
SURVIVING AIPCS AT END OF SCENARIO 
z Sg } | Game over 
Start with | AllSurvive | 1 AIPC Dies: | li 
2arcs [is | 2] 
rac | (13 0.85 NA 05 
i | ea 
ompc | 10 | MA NA ie 05 


CALCULATION METHOD OF RESULT 
POINTS—NETWORK PLAY MODE 


A Total ranking points achieved per scenario Event Checklist item. | 


8 Number of Special Ite pos on at the time of scenario 
clearing, x10 | 
C Clear bonus (Clearing scenario = 600, Flashback” Forest 
Ending = 100, Game Over = 0) 
D Enemies defeated x10 (Elimination Mode anly 
| emeenlaia 
E Difficulty (Easy = 0.5, Normal = 1,0, Hard = 1.3, 
| Very Hard = 2.5) 
————e | 
6 Giear time ranking ($ = 60,A=4.5,8=35,C=3.0,0=28, | 
E = 2.5, Game Over = 1.0) 
4 Special Bonus Multiple (Normal = 1.0,"No Damage 


| "No Weapon” = 1.3,°No Damage" & “No Weapon’ 


' | Infinity Mode (On = 0.1 


j Nightmare Mode (On = 2.0 


| Result Point + 0+ Dx ExGanalnd( truncates below the 


‘wanching pathways, tine iis Z {7} 
and the availability of certain 

items only in harder modes, roughly 40% to 80% of the Event Checklist 

items can be achieved in one play-through of any given scenario, 

However, the events achieved are permanently recorded on the Event 


Checklist, Therefore, eventually 100% of the scenario’s Event Checklist 
items can be accomplished. 


Hidden in corners and crannies of every stage are seoret items that 
help fo unlock bonus features of the game. There are 20 Special Items 
to find in each scenario, plus 
32"character-specific” Special 
Ttems that only certain player 
characters oan find, Note that only 
eight Special ttems can be found 
per playthrough, 


The number of Special Items found during a play-through adds to the 
overall ranking points, albeit in-a very sinall way. When certain numbers 
of Special Items are found and recorded on the Character Log menu, 
bonus features are added to the Collection menu and made avaltable to 
“purchase” with ranking points, Refer to the “Special lems” chapter 

to view complete lists of Spectal Items as well as maps detailing 

the locations of all Special Items, The "Collection" chapter contains 
information on bonuses unlocked by finding certain Special Items. 


(a) 


‘The ordinary citizens of Raccoon City must rise and become heroes when disaster strikes the town, Each character 
‘adapts to the desperate nature of the situation, and employs unique skills and abilities that give them some chance of 


‘this hostile environment, Understanding each character's abilities, strengths and weaknesses is tantamount 


As explained inter chatrs, Resident Evi Outre le 2 elerenes attack 
power, damage received and healing administered by an i 


4 much as possibie, Vitality plat infarmation is provided herein fo encourage 
changes In combat strategy when playing 


‘Viral InfectionRate ES 


‘As explained in the previous chapter, all of the player characters are infected 
‘with the T-Virus, At the start of each scenario, viral intection rate starts at 0.00% 
‘and rises continuously. tf a character's viral Infection rate reaches 100.00%, 
‘the character dies n Network mode, fully ntectes characters return to lite as 
~ombies ang oan attack the olher player characters. tn Single Play mode, the 
‘scenario ends immediately when the player character's virus meter reaches 
100,007. 1 an AIPG dies in Single Piay mode, the character does not become a 
zoinbie. g é 


Kevin's frst poal Isto Bil pe item stot with 

‘weapons for mere powerful ones and prefers | 

AIPC Kevin obtains a weapon, he so0ks a 

AIPC Kevin possesses those three ifems, he seeks a backup weapon, He has little 
‘nterest in picking up the Extra (Yeon jeff Dohing by other characters, and he is 
‘unlikely to take an Extra Item if offered one in“Prosent”, 


‘This does not mean to say that AIPC Kevin will not tako any other items until 
‘he finds the next one on his list, Rather, he prefers a vertain type of item and it 
his Inventory is full of other things, then he will drop an item he favors less in 
exchange for an item be favors more, 


Hom preference information alse indicates whether an AIPC can be expected to 
hold onto a key item he or she is yivon, For instance, if Kevin possesses a weapon 
‘a recovery itein ind some ammo, thon it’s possible to hand him a key item and 
Know that te will nat \eave 1 on the ground In favor of the next item he sees. 
However, if Kevin has a recovery item and ammunition but not a weapon, he may 
‘drop the key item in favor of the noxt weapon he encounters. AIPCs anly hold onto 
‘Key items when thelr own desires are already fulblled. 


'AIPCRelationships a 

New in Resident Evil Outbreak File #2's Single Play mode, AIPC characters 
‘now react 10 one another and player characters according to a mew relationship 
‘system. The relationship system determines how the characters fee! about 
‘one another, if the relationship between two characters is good, then an AIPC 
character should respond favorably to the commands of a player character. The 
‘Ariondty AIPC fends to follow the player character closely, attacks the same 
‘asget ax the player character, and responds quickly to a°Help!” appeal. tt the 
‘olationship is bad, the AIPC may ignore commands or item requests or respond 
‘by saying an atfirmative*no”. This AIPC may tend to leave the room when an 
tnfayorable player character enters, ifthe relationship between characters is 
hnelther good nor had, but “normal”, then there is a 50% chance the AIPC may 
ignore or obey the commands of the player character. 


‘When choosing AIPC partner characters before starting any scenario, refer 
fo the following chart to determine a partner who will prove most helpful: 


Personal Item 


Extra Item 


Special Actions 


Officer Ryman works for the Raccoon City 
Police Department. He possesses superior 
athletic abilities and is an outstanding 


shot,A all around good guy, he's a dyed: 


in-the-wool optimist who doesn’t dwell AIPC Behavior 
on potty matters, His happy-go-lucky 
personality sometines works against 
him—he's failed the S.T.A.R.S, selection 


B process twice 


the point where the play 
Kevin immediately runs 


Characteristics 


H Kevin is the fastest of all the characters, 
which is useful for hurrying through =I aid and lifts him or her 
scenarios in the fastest possible time, fam 
His powerful custom 45 Auto and unique [iam with the player choracts 


unarmed attacks make him an excellent 


character choice for beginning players 


and action-oriented players alike. 


AIPC Kevin prefers to run about freely and 
investigate the environment on his own, tf the 
status of the player character deteriorates to 


he {s not crawling himself. When the relati 


oe 
45 Auto for Kevin 
A more powerful weapoft than the usual handgun, but ammo for this weapon 
is scarce. Kevin's custom Weapon gives him the advantage in boss fights, so 
reserve its usage until eNCOUAering a Worthwhile foe, 


45 Auto Magazine 


An extra clip of ammunition fomM@Winis personal 45 Auto. Hold thett 
button to quickly reload the 4S AMtOTHE magazine can be refilled My 
combining it with 45 Auto Roufitg: 


hes 


Kick 

Hold the R1 button and preggGancels 10 BkeCuTE a SwitT Kick, 
Use it to knock enemlegdiaghward just aS They are about to 
attack. When used pROpeny, EGreates enough room fo alm a 
firearm or prepare a knife atlack, The kiok can also he used to 
kick down locked dogrs and open locked wall panels, oY 
Critical Shot 

Hold the R! button for a Jong moment while equipped with a 

Handgun othe 45 Auto, Soon, Kevin witl readjast his aim, Hf you 

wail fo fre until after Kevin has readjasted, Nis alm is better 

and the Yesaiting shot causes more damage to an enemy, This 1s 

not effective tor rifles. 


Elbow Tackle 
Hold the Ai Hutton and press @ when No Weapon Is equipped. 
Kevin lunges further and knocks down enemies more easily 
with this move than other playefcharact*rs can accomplish 
with standard Tage a 


“AIPC KEVIN: Item Preference 
g 
| team 


yer character is crawling, 
to the player character's 


from the ground, provide if 


Other characters’ Extra Hem 


er Is good, hie 


and attacks enemies more frequt 
he acts selfishly and independ 


Kevin tends to horde ftams tke 00 9 


Personal Item -; 


Ae 


Handgun for Mark 

Mark's personal automatic is similar to the other handguns found 
commonly throughout the game, Although Mark's Custom Handgun 
inflicts slightly less damage per attack, the barrel has been modified to 
inflict more damage at longer range 


Extra Item bs 


Handgun Magazine 

An extra clip for Mark's Handgun, this clip enables faster reloading. Hold 
the L1 button to quickly reload Mark's Handgun, The Handgun Magazine 
Can be refilled by combining it with Handgun Rounds, 


¥ 


Special Actions 


aK 
Guard 

Hold the B1 button and press Cancel & to guard against 
enemy attacks, Mark can fend off common attacks from 
most frequently encountered foes. However, his virus meter 
Still increases due to the contact, Strong attacks from, 
unique boss enemies may still cause damage to Mark even 
while he is guarding, 
Full Swing 
Hold the R1 button while equipped with a melee weapon 
that swings, such as an Iron Pipe, Long Pole, or a Gruteh, 
Continue holding the R1 button until Mark raises the melee 
weapon higher than usual. This indicates that Mark is ready 
to perform afull swing”, causing more damage than the 
hormal melee weapon attack, 


AIPC Behavior 


When Mark shares a favorable relationship w] 
a player character, he tends to stick olo: 
his or her side. Even if he sufters damage 
his status drops a level, he does ng 
to obtain recovery items. For th 

may have 10 find recovery ita 

to Mark, then command hum 

loves combat and atta 

his retationship with 


AIPC MARK: Item Preference 


qm | 
——— 
Other characters’ Extra Items 


ay 


3000 paints 


1.31% per minute 
76 minutes 0 100.00% 


Currentiy working for a securlty company 
Bin Raccoon City, Mark is a Vietnam 
voteran. Approximately 50 years old, his 


robust strength has not diminished. He 
has tasted the emptiness of war and now, 
more than anything, he just wants to live 


In peace 
Characteristics 


Mark, who possesses the highest vitality 


points, is the strongest character in the 


game. On his own, he can move heavy 


objects that normally require two players 
to move. Due to his size he is the slowest 
player character in the game, and he 
cannot hide inside lockers or closets. 


Personal Item su 
Coin » 
While hanging around a location that is free of enemies, select Sim's ¢ e 
coin and use if, Jim produces hig Goin and fips it into the air. The results =, 
displayed on-screen, Each time ¢he coin Gomes up "heads", Jim's rate of 
critical hits increases 10%. Tharetans, Hf you flip the coln three times in 
a row and achieve "heads" ea@h time, Jin’s critical hit rate rises by 30%! 
cin comes up tails", the bonus is reset to 0%. Used wisely, — 
a turn Jim into-a feat Killing machine! | 


Extra ltem ae a ven 
Lucky Coin { 
When Jim or any character possesses this item, the change ot oritical hit > 
occurrence rises 5%, the durability of melee weapons becomes Stronger, 7 
and Handguns and Shotguns cannot be broken by a Hunter's attack. APC 
Jim rarely agrees to trade this item for anything, and players controlling 


Jim should hold onto the Lucky Coin rather than drop it in favor of other 


items. 


Special Actions 


Playing Dead y 
Hold the R1 button, then press and hold the @ button. This { 
causes Jim to fall to the ground and remain motionless, 

Enemies will ignore him while he Is playing déad, soit is useful 

ed. However, don't overuse this Skill, as the virus 


Qauge increases more rapidly while he plays dead, . 


when surroun 


Swing Combo 

Hold the RT button and press @ to swing @ melee weapon 

such as an Iron Pipe, Long Pole or Griteh, Press @ again the 
moment Jim finishes his first swing to immediately perform 
another. This special action leaves Jim breathless for a moment, 
$0 use it with caution, 


Item Search 

Even when Jim enters a room for the first time, the positions of 
the items in the room are indicated on the map by @ question 
mark. The type of Hem is not spepihed, however, until the item 
is examined. This unique feature enables Jim t0 find items: 
faster than other characters, espéghallymidden oF unseen items, 


An agent with the Raccoon Gity 
subway, Jim is friendly and cheertut 

but sometimes reveals a hesitant side, 
Although he means well, he talks foo 
much and sometimes bother 


ple 


around him.To his credit, he has strong 


AIPC Behavior 


Jim basically wanders around on his own, AIPC JIM: Item Preference 
especially when his condition deteriorates, If the 


player character relationship igifavorable, he stays 

very close to the person and fends to grab items Z Precoerriem 

situation. Guided by fear and cowardice frst. the relationship i nok YOR BOG, Jim acts | omer characters’ Extra tens | 

cna a ote aie 
Regardless of the status of The FEIANONShip, ~ 


when an enemy is just a step away. 
Aithouph playing as Jim takes some E though, Jim uses First Aid Sprays and Herlis to heal 

himself even when he's om mildly hark Jintsarely procures or hangs onto anno event he 
has the pertinent firearm ta his invemtory.T0fetoad Jim's weapon, the player must oftentimes ask 
i oreat advantages as a chars ‘him for the weapon, reload it, then give it back to him. 


powers of intuition and is skillful at 


solving puzzies 


Jim is an average person ina very unigue 


getting used to, a keen player soon 


B realizes 


“4 


MEDICAL SET CREATIONS — 


Material + Medical Set | Resul 


i 


Personal Item 
Medical Set 
By combining the herbs and herb mixtures 
of various types with his Medical Set, 
George can prepare a variety of compound 
chemicals with many uses. Or, Hamilton 
can transform an herb into something more 
useful for the patient's current ailments 


Blue Herb | Recovery Medicine 


Red Herb 
Blue + hed 


Hemostat 


Medicine x3 


Green + Blue 


| Anti Virus 


Green + Green + Blue 


Green + Blue + Red Anti Virus x3 


Recovery A Medicin Medicine 
| fren + Green [antidote x2 
| sae + Green + Green | Antidote x3 
Hemostat x3 
Extra ltem ay 

Capsule Shooter — CAPSULE SHOOTER EFFECTS VS. ALLY, 
This unique weapon tre ~SC*~SCS*«wCé ect T ting. to Enemy 
enables George o tan Soe eo | orsy pa) | to 
Aa Sih NSE OS Capsule Shooter (Red) | Stop Bleeding | None | 
fellow teammates from Capsule Shooter (Green) | Poison Recovery | 7500 ps | 
lose to medium range Capsule Shooter (white) | Anti Vi Virus { 1000 ots, a 
hy shooting them with Effect - 
curative medicine pills, 


AIPGs tend to get alittle offended at this, even though it’s for their own good! The Capsule 
Shooter can be toaded witty any type of pill for a variety of restorative effects, Furthermore, the 
Dapsule shooter can be Used to damage enemies, sometimes inflicting instant death with white 
Anti Virys-pills, Press the R1 button to aim the Capsule Shooter at the closest ally. To aim at 
enemies, adjust the aim manually, 


Special Actions 


Hola the At button (or R2) and press @. With the proper 
timing, this move enables George to not only duck under the 
‘grasp of an approaching zombie, but also spring forward and 
Mhe foe several steps backward, There’s a high chance 
S ‘ ‘*eMies may get knocked to the ground with the Dodge 
Tackle. Holding the & button longer charges the power of 
fs far superior to the standard tackle most other characters 


rm this maneuver even while equipped with a — 


hes 


gather Manrves:  ATPC GEORGE: Item Preference 
collects 


ae’ 


/ 


Viral Infection Rate - 
96 mi 
Bio 


A doctor who works at Raccoon City 


Hospital, Dr. Hamilton is a firs 
surgeon, He doesn't exactly take the lead 


and call the shots, but he does possess a 


cooperative spirtt and the knack of easily 


acquiring other 


Characteristics 


George's medicine creating skills enable 


himself and fellow player characters to 
Stave off the viral spread, prolonging the 
Time allowed for completing any scenario, 
His tackle attack can be “charged” for 

Greater power, enabling him to strike and i 


knock down enemies even when unarined, 


Personal Item 


Too! Box 

David's repair kit includes nine pieces of 
Viny! Tape, 12 Monkey Wrenches, a Folding 
Knife, and three sets of Spare Parts, 

The Folding Knife can be equipped as a 
weapon and Used Ii David's Knife Como 
attack (more details follow).The Monkey 
Wrenches are also used in another of 
David's special actions, but he carries 
only a limited number per scenario. The 
SharepartsFan ve used three times per 
" AG Tix a broken item, such as a 
Hendgun or Broken Shotgun. Vinyl 
Pah be used nine times to combine 
fin items into homemade weapons: 


Extra item 
Lighter 


Special Actions 
Wrench Throw 


sand there is no way to obtain more. 


nife Combo 


ae 


DAVID’S HOMEMADE 


WEAPONS (requires VINYL TAPE) 


‘tem Combination 


Result 


| Butcher Knife + Wooden Pole | Sear | 

Butcher Knife + Long Pole Spear 4 | 
| ‘Wooden Pole + Wooden Pole | Long Pole | “—-- — 
Pesticide Spray + Lighter | ry | 


If 


[Iron Pipe + Concrete Pies 


Iron Pipe + Battery Stun Rod 


DAVID’S REPAIR ITEMS 
(REQUIRES SPARE PARTS) 
ecuietianiiemiaimnmesiins 
Item Combination [Resut | 
Broken Handgun + Spare Parts | Handgun 
Broken Shotgun + Spare Parts | Shotgun 
Batlery + Spare Parts Timer Bomb 
Mode! Grenade Launcher + | Grenade 
Spare Parts } Launcher (Burs 
o | Round) 
aa 


The words"!’s Bar" are inscribed on this lighter. Use the Lighter to ignite Molotov Cocktails, or turn 
@ can of Pesticide Spray into a Flame Spray. The Lighf@r Gan also be used to read special graffiti in 
Several locations during the “Underbelly” scenario, 


od 
Hold the B1 button and press @ to make David 1088 One OF his Monkey Wretiches at a foe, & door, or 


a removable obstruction, This tossed weapon causes more damage than (fe usual unarmed attack, 
However, the number of Monkey Wrenches available per scenario is mifed to what David carries: 


wip any knife, hold the R1 button as an enemy approaches, then press the @ button three Times. 


| Flame Spray | 
i 


— 7 | 


h the proper timing to perform a devastating combination knife attack. David is sure to become 


A quiet worker, David doesn't talk 
much about his past. It’s not because 
he's unfriendly; he's simply a man of 
few words. With sharp eyesight and 
deft movements with his knife, he 
proves his worth getting around in a 
scene of bloodshed, 


Characteristics 


AIPC Behavior 


David's attack speed is slightly 
higher with all firearms and melee 
weapons, The fact that he comes 

B armed with 12 Monkey Wrenches and 
a Folding Knife is a great bonus, too. 
David's weapon creation abilities 
make him a highly resourceful 
character, 


oiven, and he will not use them 
what difficult partner to ke 
David. When he |s badly ini 


Hf Oavid already has 
key items and event 
attacks enemies all 


‘as he walks by, If David 
yemade weapon, In spite 
5 hand him important items 


jor requests their return. David seeks confrontation and 


i$ relationship to the player charsoter, 


fo all Resident Evil fans who prefer to clear entire adventures with nothing but a blade. 


vada 


4 loner and a rebel shines 
b appears as an AIPC partner 


AIPC DAVID: Item Preference 


ey. Alyssa can open these doors and 
the Status Menu, select one of 
to open the lock. Press the @ 
@ doesn’t open the door quickly enough 


EE S| Ze VERY HARD] 
Back Alley and Elephant Restaurant —_ I "[P-Shaped Pick 
lephant Retaurant and Back Miley 
am Kitchen Door 


___|P-Shage Shaped Pick _ 


WeShaped Pick | W-Shaped ret 


[I-Shaped Pick (Shaped oe 
ene Door between Employee Passage and Break Room EE [NA ie) haped Pick my 
[Control Room Drawer __|P-Shaped Pick Shaped Pick _—_—(|P-Shaped Pick _—*|S-Shaped Pick 


—_|S-Shaped Pick 


ck __|S-ShapedPick ‘| 
japed Pick 


hot cause large 


Special Actions 
Back Step 

As an enemy lunges for Alyssa, hold the RI 
button and press the @ button to step out of the 
attacker's range. This retreating move enables 
Alyssa to step back into the perfect range at 
which to counterattack with a tackle or a melee 


weapon. 


Critical Shot 
| While equipped with a Handgun, hold the R1 button for a long moment. Soon, Alyssa will readjust 
her aim. Her alm hecomes much better and the shot will strike the enemy for critical damage if 
the weapon is fired after she changes her posture. This ability makes Alyssa more adaptable to 
combat than the other female characters. 


AIPC Behavior F 
iA Typical hard-nosed reporter, APC ATPC ALYSSA: Item Preference 
lyssa tends te boss everyone around 
"and admonish other characters for 
dittle or no reason, Even if the 
_ relationship with the player 
- pharacter is good, she tends to 
| follow them very closely and 
‘not hesitate f0 compete 
for items to see who can pick things up first. tf she dislikes the player 
~pharacter, she will walk around the player character when her vitality is 
“extremely low, as if seeking sympathy. While Alyssa does not actively seek 
‘enemies to fight, she attacks monsters more often if her relationship 
h the player character is really good. 


Other characters’ mt 


26 } 


Personal Item 


ams 
Knapsack 
tn addition to the usual four Hems, Yoko Gan carry another four items in 
her Knapsack to Store items in her knapsack, select the item, choose the 
“Combine” command, then seleot the Knapsack to store the item. Items 
io the Knapsack cannot be Used. To make stored items usable again, move 
them into Yoko's main inventory. Select the item in the Knapsack and 
Choose" Switch" from thé command list. Then select an item or open slot 

in the main inventory soreen in Which To Move The item. Items can also be stored directly into 

the Knapsack during procurement simply by highlighting the Knapsack icon and pressing the 

® button, 


Extra Item 


Charm 

Yoko (or anyone else in possession of this item) gains a few additional 
abilities Enemies are prevented from slaying the Charm holder with 
instant death attacks, although severe damage is still incurred, Plus, 
Viral infection rises at 76%ofthe Gharacter's normal infection rate, For 
these reasons, AIPC Yoko does not feadily relinquish her favorite Charm, 


Special Actions phe 

Escape 

Hold the RY DUNION as an enemy approaches, then press and 
hold the @ button to make Yoko spin and scamper away, The 
distance she moves from the enemy depends on how long the 
© button is held, 


Asa result of hor studies, Yoko is 


extremely knowledgeable about 


computers, She has a quiet, reserved 


personality, but the strength of her 


Push Away 
Hold the 81 button and press the @ button 10 push away @ 
humanoid-size Or !arger enemy, Hold the @ button longer to 


Bxeoute a more powerful push. 


inquisitive mind emerg 


surprising touphness, Once she gets 


focused on something, it's difficult to 


distract her 


Characteristics 


AlPC Yoko is extremely helpful 
and supportive with most of the 


AIPC Behavior ae 
B & 
g 


AINE Yoko Seams YeHYSHMPERIVESISTOIONSSS TPC YOKO: Item Preference 

the player character at a short distance, but does d 
fot hover around as the player character moves. 
to procure items. She usually engages in combat ae 
only in self-defense, although she may engage a = = 


other characters, even when the 


@ Character isn’t 


relationship with 


| Recovery em $0 great, She has the lowest vitality 
and roves uit slowiy; however 
the virus spreads slowly 

system, allowing her to last longer 
than other characters, Item juggling 


\s not a factor tor Yoko, since she 


can easily carry all the weapons 


ammunition, recovery items, and key 


items needed to survive, 


Personal Item 


Herb Case 

Cindy can store each of the 

To operate the Herb Case, s 

contents of the Herb Case. 

two Green Herbs, and two 

three of each type. The 

‘one open slot remaining 

extra item slots, but g 

from the environm 
into the case, provided there is room in the case. Td 
Herb Case to a normal inventory slot, open Cindy's case and choose the herb or 
move, then select the “Take Out" command, Cindy can also treat others win 
case, applying healing directly to the afflicted person, To treat other charact 
Close range and face them, then choose an herb or Mixed Herb in the case, 
command. 

ELIMINATIONS & 


iowDOWN 
Extra Item - 


Bandage 

Possession of this item prevents the owner from su 
status after an enemy attack, Additionally, carry, 
character or AIPC who is afflicted with Bleeding 
the Bandage cures that otherperson of Bleeding 


Special Actions 
Duck 
Hold the 81 button 
is about to attack, W 
under an enemy's rea 
Rather than sticking ar 
run away. 


AIPC Behavior wae 


As a partner character in Single Play mode, AIPC CINDY: |tem Preference 
Cindy tends to take on the role of nursemaid. 


She absolutely hoards recovery items and heals 
herself only when her physical strength drops 
to half or less, She approaches and heals other 
oa Characters with the medicine in her Herb Case 
debi eg frequently. Whether her relationship with a player 
é character is normal or bad, Cindy tends to follow 
the person at a short distance, and tends to the player character's 
Hf the relationship between Cindy and the player character is esp 
breathe down his or her neck and use her herbs to heal even the sii 
not actively seek to find weapons, but she will pick one up and equil 
acquired, Other than that, it’s more likely that you'll need to find 
it to her in trade early in the scenario. indy does not actively se 
{} offen attempt fo run pai firing a shot, although 
result, Cindy tends to at when other characters 
icters are being attach ir help. 


Characteristics 


The enemies ot Resident Evil Ouibresk File #2 fall 


10 two Categories: frequently encountered toes and boss creatures, Bosses a’ 


nique creatures with highor stamina and stronger attacks that appear only once during a particular scenario, The strengths, weaknesse 


28 } 


and strategies involving bosses are covered in the appropriate walkthrough section of the "Scenarios" chapter In this book. This chapter 


focuses mainly on the strategies involved in dispatching more frequently encountered een 


Ss 


The combat system of Resident Evi! Outbreak File #2 operates on & hidden points 


Vitality Points 


system, Each foo has a certain number of vitallty points, randomly chosen from a 
range of variables, These points determine how many attacks an enemy can suffer 
before dying. So while every enemy has variable vitality points, cach creature is 
limited within a certain predetermined range, Compare the range of vitality points 
of any monster to the attack power of any weapon, and the approximate number of 
attacks eequired to kill the monster an be gleaned, 


For example, a Handgun has a basic attack power of 140 points at clase range and 
less at greater distances. This means that every shot delivered to an enemy at close 
range subtracts 140 vitality points from the enemy's total. Therefore, a Zomble in 
Normal difficulty with 800 to 1150 physical strength points may require five to eight 
Handgun shots to kill, or even more at further range. Even without the math, these 
ranges provide an opportunity te compare the relative “toughness” of enemies to 
‘one another and gain an understanding of which foe is more difficult Yo defeat, 


Power of Attacks ¥, 


“ 
Just as player characters can reduce a monster’s vitality points, 
monsters can reduce the vitality and status level of player 
charactors with theie attacks, The numbers indicated next to 

every listed attack depict a range of damage inflicted to the player 
character for each suocess{tt attack, Keaplng in mind the totat 
number of vitality points possessed by your character, as covered 

in the “Characters” chapter, the number of attacks a player character 
‘can suffer before a drop in status or death can be determined. Even without the 
math, these ranges allow for estimations of the relative damage capabilities of any 
oiven foe. 


SCENARIO APPEARANCES: 
“Desperate Times”, “Elimination 1” 


Crows are native black birds in the Raccoon City area that have become infected 


with the Tovirus. Their infection gives them an intense hunger for living flesh, which is 


00~140 


merely the incubation method for the virus they carry. Crows tend to appear in flocks Rush 


Initial Peck 


and attack as @ group. 


Fighting Strategy _ 


Grows attack by diving at prey, but this method causes only a small amount of 


Pecking Loop 


damage and virus spread. These black birds can settle over a semi-stationary target 


and instigate a deadly series of pecking attacks that immobilize the victim. The 


Jonger this attack is allowed to continue, the greater the damage inflicted, White the 


tim has no recourse or defense against this altack,a partner character can save 


the victim by shooting the Grow out of the sky. 


Since Crows fly swiftly around areas, they are extremely difficult to target 
Unfortunately, the bost way to Kil a Crow is 10 walt until It settles over 
another character and begins its pecking attack, Crows can be killed with a 


single shot from a Handgun, or with one blow from a melee weapon, 


SCENARIO APPEARANCES: 
“Flashback” 


Evil Shade” is a medical nickname given to larpe poisonous bulbs growing from 
‘mutant ivy vines in and around the abandoned hospital inFlashback”. intermittently, 
the bulbs release a gaseous spore cloud. Any player character caught within this 
cloud stands a strong chance of suffering Polson status. 


F ng Strategy 


Evil Shades are stationary upon the vines from which they bloom, and rely upon 
a single attack that emits poisonous spore clouds. Therefore, player characters 


an either blast the Evil Shade until it disappears, or walt just out of range af the 


attaok watil the cloud of spores subsides. The latter strategy saves ammunition and 
melee weapons for batter use, but there are some instances in which Evil Shades 
row at the tep or bottom of ladders. In such cases, where the poison spore clouds 
are extromely difficult to avoid while climbing or descending a ladder, it Is highly 


recommended that the Evil Shades be destroyed. 


VITALITY POINTS SCENARIO APPEARANCES: 
“Wild Things” 


Enemy Report 


» ATTACK POWER 


Flying Bugs are tiny, 


ty invisible insects that are mainly detectabie when fying 


in.a swarm near a Ratflesia plant. Moving too closely to.a Flying Bug swarm invites 


defensive attacks, which cause insignificant damage but have a strong chance of 


inflicting Poison states on a player character, 


Fighting Strategy 


The pollen of the Rafflesia causes the Flying Bugs 10 swarm nearby, making Ht easy 
to dispatch the swarm with 2 single Sheigun blast. However, the Flying Bugs soon 
reappear and swarm over the Raffesia again.The best way to get around the swarm 
and the Rafflesia is to push a block off the overhoad ledge in the Terrarium Dome, 


effectively crushing the Bafflesia. When the Flying Bup swarm disperses after 


the Ratlesia is destroyed, the safest course of action is to accomplish objectives 
‘quickly within the Terrarium Dome and then get out, Use the Bive Herbs located 


outside either exit of the Terrarium Dome to cure Poison status, if needed. 


SCENARIO APPEARANCES: 
“End of the Road”, “Elimination 2”, 
“Elimination 3” 


Enemy Report 


These mutated, overgrown web spinners silently patrot sewer waterways, seeking to 
Capture proy that stumbles into their fai. Giant Spiders can craw! an the walls and 
Ceilings and pour poisonous acidic saliva onto victims from above. They leap onto 
Stationary targets and knock them to the ground, then administer a bite attack that 


also inflicts Poison status. 


: 


Ifa Giant Spider is crawling on the wails or ceiling, 9 


ve underneath it to avoid its 


500~650 700~850 950~1200 poison spit attacks, Knock it trom its perch with one or two bullets, If necessary. 


700~850 1200 | 900~1500 However, when a Giant Spider is on the ground, it becomes a deadly adversary. 

If safe passage around the wide creature és not an option, get directly behind it 
aim downward and fire several bullets, Stand at least a short distance away while 
attacking, or the Spider might spin around and knock the charactor to the ground. 


300~380 380~450 160 500 


150~180 
250~360 | 300~400 400~550 


SCENARIO APPEARANCES: 
“Wild Things”, “Elimination 1” 


Enemy Report al 


These exotic birds with bright feathers have become infected with the T-virus and 


now seek to attack and mutilate the populace they once entertained and delighted. 
Horn Bits ly overhead, fooking for their prey, While their attacks are not devastating Rush 


Horn Bills tend 0 immobilize their targets jus! long enough for other enemies in the Initial Peck 
vicinity to strike Pecking Loop 


Fighting Strategy : 


{f possible, move through Horn Bill territory quickly and escape fo the next area as 


S00n as possible, 1f moving forward while a Horn Bill is active seems unwise, then 
tank it as it ciroles in the ait by holding the Rt and L1 buttons to track the foe in 
Might. When the bird pauses (this means it's about to strike), blast it out of the air. 
‘Due to their set vitality points, Horn Bills are easily dispatched with a single attack 


of a firearm or melee weapon, 


SCENARIO APPEARANCES: 
“End of the Road”, “Elimination 3” 


Enemy Report 


Hunters are humanoid, lizard-like creatures that scour areas looking for easy prey. 


With cat-like reflexes and instant strike capabilities, this is one enemy that can 


0 from zero to a hundred in an instant, Hunters tend to toliow player charac 


nshing out with quick attacks whenever their target cannot dodge or escape. 
Attacking these creatures from long distances isn't always effective, because 
Hunters can leap down long corridors and across large rooms to attack. When a 
weapon is aimed at a Hunter, the creature can break a firearm or melee weapon with 
4 single swift attaok that also inflicts damage on the weapon's holder, Hunter-,s 
refers to the smatler version of the Hunter that appears specifically in the Nursery 


area during "End of the Road." It moves and behaves in an identical manner to the 
800-1100 1000~1200 1050~1250 


regular” Hunter 


800~1100 1000~1250 1200~1550 


Hunters usually tend to stalk around areas until they get close to a player character, 


OF until they notice @ human pointing a gua at them. When dealing with Hunters, the 90~120 


trick is to run through their territory and escape as quickly as possible without Mid Scratch | 80~120 40~420 


wasting ammo or losing weapons in the process, When faced with a do-or-die Large Scratch 80~120 340~420 


situation, open fire with a Handgun or Shotgun, If the creature falls to the ground, A] Weathunting 2000 2000 000 


wait for it fo stand and shoot it again, Repeat this strategy until it dies. Hunters have (instant Death) 


Weapon Breaker | 100~180 | 350~450 | 450-520 | 520~850 


the ability to perform an instant Kill attack; avoid combat with Hunters as much as 


possible. Jump Scratch 80~150 340~420 420-500 500~600 


VITALITY POINTS 


400 


400 


500: 


SCENARIO APPEARANCES: 
“Elimination 3” 


Enemy Report s 


This variant of the Hunter species is frog-like in appearance and its attack 


tendencies indicate that it was probably developed through genetic manipulation 

‘of amphibians, Hunter-Y which appears in aquatic areas, has the ability 1o attack in 
water 35 well as on dry land. One of this {oe’s most dangerous attacks occurs when 
it swims under its prey dangling from pipelines, leaps up and knocks the person down 
into the water. Since characters cannot attack in the water, they become helpless 
prey. On dry land and in the water, a Hunter-Y can seize player characters and chew 
‘on them with its gigantic jaws. if another player charactor fails to resoue the victim 


by shooting the Hunter-Y, then eventually the mons 


Fighting Strategy 


The best place to fight the Hunter-¥ is on dry land.A Hunter-Y may taint and fall to 


swallows the prey entirely, 


the ground after a few attacks, however, the creature will rise again momentarily, 
When a Hunter-Y faints, stand over it and continue to attack until the oreature falls 


in defeat, 


Hf a Hunter-Y starts to swim under a player character who Is shimmying across @ 
pipeline, another player character can protect the dangling person by shooting the 
creature as soon as it attempts to leap uo and strike, However, this creature can 
also leap out of the water directly under a platform and strike anyone standing on 
the edg6, causing severe damage. Don't stand too close to the edge when protecting 


player characters who are shimmying across pipelines 


SCENARIO APPEARANCES: ‘Wild 
Things”, “Flashback” 


Enemy Report 


Long green ivy usually extends from the base of a ower box in the Terrartum Dome 
or from a Yow crack in the wall at the abandoned hospital. These sentient green vines 
prefer to grow in darkened corners, making them difficult to spot. This is the idea, 
since the Ivy Plant hopes fo snag an unwary passerby's beg before he or she even 


knows what is happening 


Fighting Strategy 


Attack the Ivy Plant until it recois, but note that it cannot be permanently 
Gestroyed. Since this enemy tends to grow in narrow passages where player 
cha 


‘5 must cross back and forth often, itis imperative to attack the tvy Plant if 


avoiding damage is paramount.A Scrub Brush or Long Pole |s extremely effective at 
making the plant recoll so that a person may pass. However, the Ivy Plant will soon 
snake back across the passage. tf a player character's health is good but ammunition 
and weapons are lacking, (1 is not entirely unwise to just let the Ivy Plant grab 

the character's log, then press the @ button rapidly to break free. Although minor 


damage is suffered, the player winds up on the other side of the Ivy Plant, 


SCENARIO APPEARANCES: nUUl\RURAa) QE 
“Elimination 3” 


Enemy Repor' : 


Small Leeches are ordinary hiood-sucking parasites that have grown to double 


40~80 80~100 


Network 20 40~80 80~100 


ATTACK POWER 


their normal size through the genetic tampering of Dr. James Marcus. Leeches Just 


| tard | Very Har 
eh aon Regal reg rw erie cating fresh Ec EE 


blood sources using the ventitation system, Leeches slide gradually across the floor 


toward unsuspecting victims, then leap up and attach themselves to a suitable host 
Sandidate, While attached to a player character, Leeches can attack up to three times, 
Causing triple the amount of damage, When a Leech is attached to a player character, 
another character Gan knock off the Leech by hitting it with a melee weapon or a 
shoulder-butt attack, By utilizing this approach with another player character, the 


damage sustained fs minimized. 


Fighting Strategy 


The best course of action is to move around a Leech until it attempts a leaping 


attack. I the attack misses, immediately move toward the creature and squash it 


with alow foot-stomp attack. Other methods of Leech extinction include various 


knives or a single shot from a Handgun, 


SCENARIO APPEARANCES: 
“Desperate Times”, “Elimination 1”, 
“Elimination 3” 


Enemy Report 


Lickers are orauched humanoid creatures with long, sharp talons that are used to 
attack its prey, as well as crawl along walls and ceilings. Lick 
due to the super-strong tongue muscle that extends over great distances. The tongue 


s are aptly named 


ts used to pierce standing targets, causing large amounts of damage. The outer flesh 
of Lickors resembles raw muscle tissue, giving the appearance that the cre: 
has been turned inside out, However, in spite of their skinned appearance, Lick 


ature 


are resitien! creatures that can withstand even several blasts of high-powered 
weapons’, 


ghting Strategy 


Lickers respond fo sound more than sight,so combat with a Licker can be avoided 


entirely, However, if & Lickor collides with a player character, it attacks instant 
eee iLsedesgecn sgl 800~1150 | 900~1250 } 1000~1350 


with its claws even if the player 


haracter is standing still. Whenever possible, run 


800-1150 | 900~1250 } 1000~1700 


past a Licker and escape from its territory before the creature can lock onto the 
sounds of the moving target. 


Ifa Litker blocks access to @ room or corridor that must he entered, then attack the 


toe at clos 


nge with a Shotgun or very powerful weapon. Using a Handgun is iI: pony a1 = ceeist 


advised, since Lickers are quick to defend themselves. One or two close-range blasts F 1 
with a Shotgun should send the creature onto its hack. Uniess the creature emits a ; 


high-pitched wall, itis stil alive, Walt until the Licker fips back onto its haunc Eiftog inital swo~880 | 550-700 [600-750 


‘then blast it again to finish it off, Lifting Loop 18 240~380 


VITALITY POINTS : j SCENARIO APPEARANCES: 
1 . “Underbelly”, “Elimination 2”, 
Single 300-750 | 400~960 | 600-1150 | 8001250 “Elimination 3”, “Showdown 2”, 
“Showdown 3” 


Network $00~950 600~1150 | 800~1250 | 1000~1450 


ATTACK POWER nemy Repor 


When these mutant ticks, which are already freakishly massive in size, attach 
300-750 400-950 600~1150 | 800~1250 themselves toa human being for several seconds, they can triple in size and 
400~950 | 600~1150 | 800~1250 | 1000~1450 wre bright red in just a few seconds. tn some cases, Biga Biles try to drive away 
trespassers with biting attacks that can inflict Poison status. For the most part 
though, the Biga Bite foes that appear inthe latter half of the"Underbelly" scenario 
prefer to draw blood and triple in size. 


a 


ng Strategy 


Since Giga Bites can leap onto human hosts from a distance, it is Important to keep 
moving continuously through their territory and avoid approaching them from 
head on. Zigzag 10 bait the Giga Bite into leaping at thin air in hopes of passing by 
uomolested, If 2 fight with a Giga Bite Is in order (as the situation dictates in a few 


instances), then attack from a distance with a Handgun, Scrub Brush, or Long Pole, 


Hf a Giga Bite attaches itself fo a human host, use a Tackie, Yoko's Push Away 
maneuver or Jim's Fake Death move to shake it off. Perhpas the most effective way 
to dispose ofa Giga Bite is to tet a follow player attack it and knook it off, 
if a Giga Bite stays attached to a player character tong enough to drink 
its All, It soon falls off and begins to grow to three times its normal size. 
Its attack power and vitality double at this point so start shooting at it. Lastly, try 


‘spitting 2 Blood Pack on the ground to draw Giga Bites away from player characters. 


G1GA BITE 
43 


SCENARIO APPEARANCES: 


“Flashback”, “Elimination 2” 


Enemy Repor 


Scissor Tail worms are a type of mutant insect with tong tails and twin razor-sharp 


piercing stingers that are used to Infict Poison status on thelr victims, These 
creatures, which appear in woodland areas, only appear in the forest during the 


“Flashback” scenario after the Suspension Bridge collapses. 


Fighting Strategy 


Solssor Tall foes are extromely tough To kil! using regular firearm bullets and, due 19 
‘their poison-inflicting attacks, melee combat is entiraly out of the question, These 
foes are not fast, so they are easy to outrun, Scissor Tail enemies like to surround 
player characters and alternately sting their prey to the point where he or she 
00~1550 Cannot escape quickly enough 


1550 
The best way to prevent a grueling, polsonous death is to arm a character with Bive 
Herbs, Also, a well-placed blast of Pesticide Spray will cause a Scissor Tail to flip 
‘over and go into convulsions, Likewise, the Flame Spray that Oavid can create is 


Poison Tail E 250~350 | 250-400 | 300~450 also effective at sending groups of Scissor Talis into frenzies. The atorementioned 


Pouncing 350-500 350~550 | 500~700 methods may not be enough to kill the mutant insects, but they should provide ample 


Taiflal Detrude 300-260 | 400-800 | 4002800 1 400700 opportunity to complete the tasks required and escape. 


Detruding Loop 100~200 100~240 | 140~280 340~500 


SCENARIO APPEARANCES: VITALITY POINTS 


“Flashback”, “Elimination 2”, Made | Easy | Normal | Ward | Very Hard | 
“Elimination 3” By singe | 100-120 | 120-260 | a50~a50 | 400-800 


Network 180~250 360-450 400~680 


Enemy Repo: 


‘Wasps cling to walls and floors until they sense intruders within their domain. When 
{his occurs, they fake flight and attack mercilessly from the air, tackling their prey 
to the ground and stinging them with gigantic tall needles that inflict Poison status. 10 b 200~350 


Because of mutation, the Wasp’s needies no longer break off, Each monster is capable n Need 60~90 
of repeating this attack infinitely, 


Fighting Strategy 4 


A player character who stops to defend against a Wasp attack is a standing target, 


The best strategy when dealing with Wasps is to move constantly in zigzag patterns, 
if at all possible, so that the Wasps’ attacks miss, 


‘Asa Wasp circles around, hold the AY and L1 buttons to target the roving fier. Walt 
‘until It pauses in flight, then fire. After knocking one out of the air, shoot it a second 
time while on the ground before it can rise and fly off again. When Wasps fly to a 
higher position and-stop, facing your character, run! This motion indicates that the 
‘Wasp has locked on and is about to swoop in for a sting attack, 


WAS 
_J0MBIE 


SCENARIO APPEARANCES: “Wild Things”, “Underbelly”, 


Desperate Times”, “End of the Road”, “Elimination 


Enemy Report 


These foes are undead flesh-seekers given “un-life” through mutation and reanimation via the 


Tvirus. Zombies appear in many forms and dress styles. They may appear as street citizens, 
laboratory researchers and technicians, professional businessmen and businesswomen, doctors, 


and nurses, security guards and police officers. Zombies appear in clusters and also as lone 400-664 


0~680 


individuals. Although you may kill all of the zombies in a room, many locations can't be cleared 


of zombi 


for very tong, in most areas, zombies will “follow” player characters 


0 rooms and 
some will even continue to pursue player characters from room to room, Zombies may even 


‘appear as player charactors who were formerly an ally who died and returned to life. 4 
Stomach keid 


g Strategy 


Continuous Scratch, 1st hit 


ontinous Serateh 208 Wt | 


Grab Before Biting 


Zombies are not exceptionally intelligent enemies. Their main method of attack is close-range 


combat. Therefore, if you can stay far enough away from a zombie and escape without suffering 


damage, there Is no need to confront these creatures in battle.|f you can fire upon zombies from 


trupaling Loop 


a distance with a firearm or thrown weapon, It's possible to stay away from harm. With each First Bite 


attack delivered against a zombie, there is chance that the zombie will enter“fainting"mode, J Siting Loop 0-80 100~180 10-30 0-450 


‘When this occurs, the zombie falls to the ground and becomes inactive for a short to medium initial Bite (Window) 


Biting Loop (Window) 


uration of time. The creature regains a small amount of physical strength points during this 


Initial Foot Grab 50~70 0-100 00~120 20~140 


time as well. When time expires, the zombie rises again and follows after the closest player 


Foot Bite Loo 10-20 1 


character, When a zombie faints on the ground, snuff it out by continuing to fire with low alm, OF 


stomp on it 


VITALITY POINTS 


Single 700~900 900 


1100 


Network 


~ ATTACK POWER 


800~1000 | 900~1250 


Contiawoos Soratoh st Hit 


Continuous Scratch 2nd Hi 70~90 120~180 200~ 260 30~370 


Grab Betore Biting 160-180 | 350-550 | 450-800 


600-800 
Strugaling Loop ~80 100~180 40~300 00-450 
Firat Bite 0-600 | 500-850 |] 580~850 
Biting Loop 0-10 100~180 40-300 00-450 
Initia! Bite (Window 200~-250 | 300~400 ve0=600 | 400-700 
Biting Loop (Window 100~121 120~190 200~270 50-320 


4 
iataifeteay | eto | osteo | toot 


200 


REEN ZO WE 
MBIE 00 


Single 500~650 650~800 750-950 | 900-1200 


Network 500~650 650~B00 750~950 900~1200 


150~300 200~350 


Biting Loop 100~ 


200-400 


SCENARIO APPEARANCES: 
“Flashback”, “Elimination 2” 


Enemy Report 


These are deceased humans brought back to life by T-virus infected plant roots, 
which wind their way through the victim's body and animate the dead tissue, They 
move and behave identically to the more common zombie; the major difference is 
the aforementioned large vines and buds protruding from various plaoes in thelr 
flesh. For this reason, Green Zombies are not categorized alphabetically, but rather as 


a sub-class of Zombies, 


Fighting Strategy 


Groen Zombies slowly stagger after victims, then attempt to seize and bite them, 
Fight them from a distance using firearms. Shoot them until they fall, then escape 


ofore they can rise and attack again, Note that the Green Zombies may emit large 


poisonous spore clouds when shot ar struck. If a player character is engulfed deeply 


enough in the spore cloud, Polson status may be inflicted. Te avold poisoning, attack 


them from a distanoe or knock them to the ground and stomp the life out of them. 


SCENARIO APPEARANCES: 
“Desperate Times”, “Elimination 1”, 
“Elimination 3” 


Enemy Report 


Zombie Dogs are stray hounds that roam the city, lnoking for frest, living meat to 
attack. Having lost thelr pack instinct during virat conversion, Zombie Dogs now 
nd attack by i 


appear alone on a rare occasion. They are extremly fa 


ping from 


the ground and snapping with their powerful jaws, They may alse grab a victim's leg 


and chew on it mercilessly, 


Fighting Strategy 


Zombie Dogs are easier to defeat at a distance before they can start running. These 
creatures have a Tendency to circle their prey several times. When this pattern 
begins to emerge, simply aim down at a single spot and wait for the Zombie Dog to 


run onder the line of fire.& single shot from a weapon should put the canine on the 


around, Take this opportunity to finish it off with a low foot-stomp attack or a few 
more bullets. Try to prevent the creature from rising up fo attack apain, Due to their 
speed and cunning, melee weapons are tough to use against Zomble Dogs. As usual, 


the 


tactic 


to escape their territory without incident, if at alt possible. 


SCENARIO APPEARANCES: 
“Wild Things” 


Enemy Report -3 


Zombie Hyenas appear in only a 


a few place e Raccoon City Zo0 during the 


“Wild Things” scenario, Although they behave and attack just iki 


Zombie Dogs 
they react to human presence more slowly, asif ighting their former natural instinct 


to run from humans. 


Fighting Strategy 


Hyenas can pounce on their prey hard enough to drive them to the ground, where 


they begin to attack the prey's head and neck region. They also 


character's forvarm and begin mauling them. Press the € button rapidly to break free 


of either attack. If passible, run past Ryenas and escape fo the next area. If you must 


stand your ground, however, blast them with a Handgun or Shotgun rather than using & 


melee weapon, The initial shot should knock the Hyena to the ground; then stand over 


them and repeatedly stomp them to death 


SCENARIO APPEARANCES: 
“Wild Things”, “Elimination 3” 


Enemy Report “a 


The type of Zombie Lions encountered most trequently in the Raccoon City 200 


during the “Wild Things" scenario are mane-iess female lions imported trom Africa 
and South America, Most of their attacks caninstantly drive a player character to 
the ground, If a Zombie Lion attacks when a player character is weak enough, it may 


seize bil 


nor her by the throat and fling the perso causing Insta 


‘ieath, But even the weakest attacks of this powerful creature inflict severe damage 


void approaching a Zosnbie Lion head on, as it may leap across a long distance to 


pounce upon your character 


If possible, run away from Zombie Lions and flee to the next area. When fighting them 


a snust, climb on top of a crate or other raised platform and blast them from above 
with a firearm. If no climbable surfaces are available, try to run to the lion's side or 
ar and attack from that position. in general, stay a good distance away from the 
foe even when attacking from the side or behind, because they can suddenly whip 
around and deliver a nasty claw swipe. Ove to their high vitality, use only firearm 
against them (Shotguns are the option).A shot from a Hunting Rifle will typically 
Cause instant death, but Rifle Rounds are scarce and best conserved for the main 200 


enemies. A Zombie Lion's death is dramatic, s9 stop fring when the creature emits a 


particutarly painful-sounding death rattle 
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The survivors of Resident Evil Outbreak File #2 can attack their enemies by various means, using anything they 
can find that might serve as a useful weapon. This chapter catalogs all the possible items in the game that can cause 


damage to enemies, not including explosive elements in the environments. 


Basic Attack Power b* 


The Basic Attack Power" fisted for each weapon and attack shows the points of damage subtracted from an enemy's total vitality points each time that an 
attack successfully strikes the target, The amount of damage inflicted changes based on the enemy struck and, in the case of firearms, the standing range 
from the target is also a factor. By comparing these figures to the vitality points of any enemy listed in the “Monsters” chapter or the boss monsters in the 
“Scenario” chapter, it’s possible to determine the number of attacks required to defeat any foe, 


For example, a Handgun subtracts 140 vitality points for each successtul hit on a Zomble. In Normal difficulty, a Zombie may have anywhere from 600 to 850 
vitality points, randomly determined by the game as the scenario begins, Therefore, you may need to attack a Zombie five to six times at close range to defeat 
it. Possessing less ammunition than this, it is wiser to run than stand and fight, 


Average Range Modifiers uae" 
The damage inflicted by firearms increases or decreases depending on the player character's range from the target. The table of average range modifiers 
iMustrates how damage decreases hased on distance from the target. For example, a Handgun inflicts 140 points of damage at close range (100%), 112 points 
at medium range (80%), and 84 points at long range. There are certain enemies that take more or less damage from specific flrearms, and these variations are 
noted in the weapon description, 


UNARMED ATTACK 


‘Can also employ unarmed attacks that cause smaller amounts of damage, Read the following section for all the 


Low Kick 


All player charactors can perform 
can utilize the tackle attack. When ‘the low kick attack, also known as 
unarmed and barehanded, hod the , Uhe Foot stomp". When unarmed 
‘1 button and press the@ button ‘ and barehanded, hold the RY button 
toperforma tackle attack The 3 and press the Left Analog Stick 
character lowers his or her left ze or D-pad downward to lower the 
shoulder and flings their entire [ ‘character's aim. Then press the @ button to unleash a low kick on an enemy 
esmatl amount of damage. e = directly below the player character, This attack is most effective against 

z Small, crawling enemies, 


In addition, this attack Is great for finishing off Zombies that have fallen to 
‘the ground. After shooting or striking & Zombie enough times to cause i! to 
‘best way to knack down gates or harriers or break open faint, holster any equipped weapon and position the player character directly 
ey isn't available. Se ‘above the enemy's head or torso, Stomp the enemy repeatedly until the foe 
‘Ges. Use this approach to conserve ammo, 


Kevin's Kick 


Basi Attack Power: 20 


Officer Kevin Ryman's special 
action enables him to kick an. 
opponent, This attack inficts 
double the damage as a normal 

tackle attack, and there isa strong 
possibility that this action may 

knock a Zombie or Hunter to the ground. 


Kevin's Elbow Tackle 
Basic Attack Power: 10-30 


‘When nol equipped with a weapon, 
hold the RY button and press the 
© button (when playing as Kevin) 
to lunge forwatd and deliver a 
powertul elbow jab to enemies. 
Hold the @ button Jongot betore 
Feleasing |t to deliver a more powerful blow, While this attack delivers only 


Slightly more damage to enemies than the standard tackle maneuver, It's 
more useful as a method for breaking dows doors and obstactes, 
George's Tackle 


Basic Attack Power: 10-20 


Dr. George's special action involves: 
G unique tackle attack, Hold the 

A or R2 button and held the @ 
Dutton to execute this unique 
‘tackle when playing as George, 
While continuously holding the @ 
button, George crouches low to the ground, rears back, and iunges forward 
with a powerful tackle that inflicts double the amount of damage than the 
standard tackle, The force of impact can knock @ Zombie or Hunter to the 
ground. To attain this kind of force, however, the @ button must de held long 
enough to perform the entire action. if the button is released too soon, the 
attack will resemble # regular tackle, 


David's Knife Combo 


Second Stab Attack Power: 80 
Fourth Stab Attack Power: 120 


David's trioky four-stab Kite 
Combo attack can be performed 
while equipped with any knife. 

Hold the BY button and press the 


© button to perform a regutar 
knife attack, then press the © button the moment the first attack finishes to 
perform a second stash, While the first and third attack of this combo inflict 
the knife’s normal amount of damage, the second and forth altacks of the 

combo inflict greater damage than any knife usually inflicts alone. 


Yoko's Push Away 


Basic Attack Power: 10-20 


‘When her hands are free, Yoko can 

push away enemies, Hold the RY 

Sutton and press the @ button 

‘to push an enemy, The longer the 

@ button is held, the greater the 

damage inflicted and the more 

likely that an enemy will get knocked to the ground, allowing Yoko to escape. 


MELEE WEAPONS 


Melee weapons include any normal object, tool, or piece of debris that 
the player character can pick up and equip as a weapon. Melee weapons. ¢ 
only work at close range, Due to the danger of allowing enemies within 
close proximity of a character—especially in Network Mode—melee 
weapons require quite a bit more playing skili to use effectively while 


~~ 


suffering no damage in return, 


Basic Altack Power, 200 


Found in the “Flashback” scenario, this |s the favorite 
‘weapon of the mysterious Axe Man, The Axe is by far one of the best melee 
‘weapons to use against the Huge Plant boss, inflicting 300% the normal 

‘amount of damage, 


Broken Crutch 


Basic Altank Power: 40 


This is @ Crutch thal has been used until it broke ia half. The 
weapon has less than halt the normal damage capability of a full Grutoh.The 
Broken Crutoh has.a small amount of structural points that are reduced each 
time the weapon is used. When the structural points are entirely depleted, the 
weapon breaks to become the ong-use throw weapon, called a Stick. 


Butcher Knife 
Hasic Attack Power: 56 


This ordinary kitchen knife is available in mast of the 
‘Scenarios, With a Butcher Kaife equipped, press the RT or R2 button to aim 
nd press the @ button to execute a swiping cut atlack.The Butcher Knite 
has only a small chance af causing an enemy to stagger away. David the 
plumber can combing a Bulcher Knife with a Long Pole to create a powerful 
‘Spear, as Jong as he has Vinyl Tape pieces remaining. The Butcher Knife 
infiicts triple the amount of damage versus Nyx and the Huge Plant bosses. 


D 


= 


OU00 8 


‘When equipped as a weapon, a player character holds 
this walking ald by the foot and swings the wood head of the Crutch into: 

an enemy target, Successtul attacks cause significant damage and stand @ 
‘pod chance of knocking a foe to the ground, Crutches have & large amount 
of structural points, which are consumed each time this weapon Is used to 
successfully strike 9 foe. When its structural points are depleted, the Crutch 
breaks and becomes a Broken Crulch, 


Curved Iron Pipe 


This 1s a 3-foot metal pipe in a slightly used condition, 
Oue te its bend, this weapon has a stightly smaller range and less damage 
potential than a normal Iron Pipe, Curved fron Pipes possess a variable 
amount of structural points. Each time a Curved Iron Pipe is used to damage 
2 foe, It foses structural points, When its structural polits are depleted, the 
Curved Iron Pipe changes shape to become the one-ase throw weapon, called 
a Bent Iron Pipe, 


Flame Spray 


David the plumber can combine a Pesticide Spray, a 
Lighter, and a piace of Vinyl Tape 10 create a short-range flame thrower 
capable of setting enemies on fre, If David is an AIPC in Single Play mode, 
he creates this weapon automatically if given the correct items. Enemies it 
‘on fire sutfer the initial damage plus continuous fire damage for the duration 
they remain engulfed in flames. The Flame Spray can only be used nine times 
bofore it runs out of aerosol power and becomes useless. 


Folding Knife 


‘The Folding Knife is the smallest weapon with the shortest 
range. David possesses one of these weapons in his Tool Tray and he can wse it 
to execute a four-slash attack, Press the RI or R2 button 10 aim, and press the 
@ button to execute a swiping cut attack. The Folding Knife has only a small 
chance of causing an enemy to stagger back, The Folding Knife inflicts triple 
the amount of damage versus Nyx and the Huge Plant boss. 


A Hammer consists of an Iron Pipe and a Concrete Piece, 
assembled with Viny! Tape by David the plumber, Only David has the ability 
to create this powerful weapon, although it can be found in a few scenarios. 
1¥ David is an AIPC in Single Play mode, be creates this item If he possesses 
both an Irom Pipe and @ Concrete Piece. The Hammer is heavy and slow to 
swing, plus it is difficult to alm upward or downward. However, a successful 
Strike delivers severe trauma to an enemy, causing the foe to stagger 
backward and very likely fall to the ground.A Hammer has a certain amount 
-of structural points, which diminish each time the weapon is used agains! a 
foc. Eventually, the weapon will break and become useless. 


A player character can equip this three-fool metal pipe 
‘and swing it at enemies, bashing them for small amounts of damage. The iron 
Pine has significant impact power and causes enemies to stagger backward 
‘with gréat frequency. Iron Pipes possess a variable amount of structural 

points. Each time an Iron Pipe is ased to damage a foe, it loses structural 

points. When ite structural points are depleted, the Iron Pipe changes shape 
to become the less powerful Curved iron Pipe. 


A player character can swing this five-foat broom handie 

ina wide aro to strike enemies at olase range, with a high chance fo cause 
the target to stagger backward. Long Poles possess a sinall amount of 
‘Structural points that diminish each time it is used. When structural points, 
are depleted, the Long Pole breaks in half to become a Wooden Pole. 


Pesticide Spray 


This aerosol can, which contains nine doses of insect 
exterminating gaa, causes only 1% damage against most foes. However, it 
‘causes all enemies to stagger backward, allowing for an easy escape from 
‘sticky situations, The spray is fully effective only against insect types, 
Pesticide is 300% effective versus Mega Bites and 200% eftective versus 
Glant Spidors, Sclssor Talls and Wasps, although It is extremely difficult to 
employ against flying insects due to its limited range. 


Scrub Brush 


Player characters can use this long broom to push enemies: 
backward, stunning foes and delivering small amounts of damage, Each Scrub 
Brush possesses a smatl variable amount of structural points, Each time 

a Scrub Brush is used to damage a foe, it foses structural points. When its 
structural points are depleted, the end of the Scrub Brush breaks aff and the 
weapon changes shape to become a Wooden Pole.A Scrub Brush can only be 
used two or three times before it breaks. 


A Spear ita homemade weapon that the plumbar David 
{is capable of creating by combining a Long Pole, a 
Bulcher Knife, and a piece of Vinyl Tape, When used as & Weapon, the player 
Oharacter lunges forward and stabs an enemy in tts upper torso or head 
region. A successful attack causes substantial damage to an enemy and 
froquently results in knocking the foe to the ground, A Spear has a large 
‘number of structural points, which are reduced cach time the weapon is 
used sucoesstully, When the structural points run out, the Spear breaks and 
becomes a Stick, A Spear inficts double the normal amount of damage versus: 
the Glant Leech boss, 


Square Timber 


This weapon is a two-foot long plece of construction wood 
that can be swung like @ club, with a good chance of knocking an opponent 
‘backward or to the ground, Square Timbers are slightly more resilient than 
other wooden motes weapons, meaning It takes longer for them fo break and 
turn into a Stick, 


Alyssa begins cach scenario with this item in her 

possession. If encountered as an NPC in “Flashback”, she drops the item 
‘on the ground when spoken to, When it is equipped, hold the AT button and 
press the @ button to deliver a massive charge fo a target. The attack 
inflicts minor damage, but in most cases knocks the enemy to the ground 
and renders it “fainted” for several seconds, This weapon mainly allows 
Alyssa (or the user) to gain a few moments of freedom 10 explore the local 
environment and thea escape, The Stun Gun Is ineffective agains! Evil Shades 
and foot-grabbing ivy tentacles, but I inflicts triple damane against Lickers, 
‘the Suspen-Dead boss, and the amphibious Hunter enemy. The Stun Gun car 
he used eight times befare it becomes useless; simply combing It wilh a 
Battery to reload it, 


A Stun Hod is a homemade weapon that David the plumber 

‘can create out of an tron Pips, x Gattery,and a plece of Viny! Tape trom nis 
Tool Tray. 1f David {san AIPC In Single Play mode, he automatically creates a 
Stun fod if he possesses the proper Htems,The Stun Rod is an elongated pole 
‘that the user can use to deliver # high voltage shock to an opponent. The 
‘electric jolt can knock an enemy to the ground and even cause them to enter 
“tainting” mode immediately, A Stun Rad can be used over a dozen times, 
after which time it becomes useless, 


Survival Knife 


The Survival Knife is @ military-grade, dual edge combat 
weapon, With a Survival Kaife equipped, press the RY or R2 button to alm and 
press the @ button to execute a swiping cut attack. The Survival Knife has 
only a sthall chanoe of causing an enemy to stagger backward. This weapon 
Js 300% effective versus Myx and the Huge Plant boss, 


Wooden Pole 


Tho Wooden Pole is a four-foot fang piece of wood that 
‘can he used 10 attack enemies af extremely close range, There js a small 
possibility that each successful blow will cause the enemy to staguer 
backward. The limited number of structural points tor Wooden Poles 
diminishes each time the weapon is used, When the structural points are 
entirely depleted. When the weapon breaks, If becomes a one-use throwing 
weapon called a"Stick", 


THROW WEAPOKS 


Throw weapons are one-use weapons that the player character can equip in the 
hand. When throwing 8 weapon at an enemy, the item travels in an are to strike an 
enemy standing at medium range. Therefore, if the enemy is too close, the player 
character may accidentally toss the weapon over the foe, Position the player 
character at the proper range from an enemy when using throw weapons, Once a 
throw weapon is used, the player character becomes barehanded, Remember to 
‘equip another weapon to continue combat, 


Bent Iron Pipe 


‘A Ben! Iron Pipe is all that remains of a three-foot tron 
Pipe after it has been used to the polnt at which the weapon is completely 
foldad in half. Once an tron Pipe is reduced to this state, the character can 
Only throw it a enemies, However, a Bont Iron Pipe wil! most certainly cause 
an enemy 19 stagger or even fall 10 the ground, Bent Iron Pipes inflict double 
‘the atnount of damage when used against the Giant Leech or the Suspen- 
Dead bosses. 


Chemical Bottle (Solvent) _ 


This weapon |s actually a scientific glass that is filled 
with a strange solvent found in the hospital during the 
“Flashback” scenario, To create It, use an Empty Chemical Battie at the 
solvent dispenser found in the Pharmacy. When thrown at mos! foes, this 
chemical inflicts only minor damage, However, the solvent causes 300% 
damage fo Green Zombies and the Huge Plant boss and 500% damage to other 
plants. This Is the best weapon to use against the hospital's plant mutants, 
‘but diie f0 9 short supply of Empty Chemical Bottles, reserve their usage for 
bosses and other emergencies, 


Concrete Piece 


A Goncrete Piece is a chunk of debris that results trom 
Structural damage to buildings due to explosions and damage, Whon equipped 
in the hand and used to attack, the player character throws the Concrete 

Piece in a very high arc toward any enomy, Make sure to stand at medium to 
Jong range or the object may sail right over the enemy's head. On contact, a 
Conorete Piece breaks over an enemy's head, causing significant damage and 
perhaps knocking the foe down for a short period of time. 


These botties ara fitied with an explosive substance, 
‘When thrown, the Gray Chemical Bottle travels in a high arc to strike a 
foe at medium to tong range. Don't stand toe close when throwing one of 

‘these bottles, or it will overshoot the target. On contact, the glass container 
shatters and inflicts massive damage to the target enemy. The resulting 
‘last also affects enemies in clase proximity to the target foe, so those 
‘weapons #f@ godd to use agains! groups. After throwing a bottle, the player 
Character's hands become empty soremember to equip another bottle or 
another weapon following each throw. 


Molotov Cocktail 


‘Characters can combing a Newspaper with an Alcohol 

Bottle, then ignite this combination with a Lighter fo create five Molotov 
Cocktails, When equipped and thrown, these glass firebombs shatler on 
impact and caver the target opponent and surrounding enemies with burning 
fiquid. The Mototoy Cocktail has a high arc when thrown, so stand at medium 
to long range away from fous.A small column of burning fire marks the 
location where the Molotov fails fora few seconds after It is thrawn. Any 
foes who come in contact with the fre may suffer damage anv become 
engulfed in flames as well. 


Monkey Wrench 


The plumber David begins each scenario equipped with 12 
Of these weapons, David can throw Monkey Wrenches at enemies to inflict 
‘A decent amount of damage, cause the enemy fo stagger backward, and 
possibly knock the foe to the floor.To make David toss a Monkey Wrench, 
hold the 1 button to aim at the clasest enemy and press the @ button to 
toss it. If David runs ont Of Monkey Wrenches, he loses this attack for the 
rest of the scenario, 


Stick 


Basic Attack Power: 40 


‘A wood Stick is all that remains after a Scrub Brush, 
Crutch, or Square Timber has heen used t0 repeatedty bash enemies, having 
broken several times. When a player character thraws 8 Stick at an enemy, 
(causes omy minor damage and will most {ikaly force the target to stagger 
backward a few staps or fall to the ground, 


Yellow Chemical Bottle PERI 


Yellow Chemical Bolties are flied with metabolic acid 
‘When thrown, the bottle fravels in a high are toward a foe at medium to long 
range. Oon't stand too close when throwing a Yellow Chemical Bottle, or it ¢ 
might overshoot the foe. On contact, the glass container shatters and inflicts 
massive damage to the target enemy. Yellow Chemical Bottles inflict double 

+} the amount of damage to Hunter enemies. 


are more effective than melee weapons al inflicting damage, 
They oan be used to combat enemies from a longer range, However, 
‘damage inflicted may diminish if the distance between the player 
ister and the enemy is great, Firearms require ammunition to 
® and become useless when ammo runs out. If the player character 
Conipatible ammunition on hand, press and hold the L1 button to 


the weapon. 


fibre Ammunition 45 Auto Row 
Titack Powers 450 


Foote] act] tt 
Pom [om ws 
Kevin's special 45 automatic pistol inflicts higher damage agains! enemies 
than the standard Handgun, However, ammunition for Kevin's weapon is 

extremely hard 10 find, so use This weapon conservatively. The .45 is best 

used to defeat the boss monster(s) of each scenario, By waiting for Kevin to 
readjest his aim between each shot, he can inflict almost double the damage 
with each attack. The 45 [5 not as effective at knocking down enemies, so 
monsters may continue to advance even while sustaining consecutive hits 


Assault Rifle 


wate Sizes 30 shots. 
ions 


Assault Rilo 


Assault Rifles are located in a few locations In the "Underbelly" and"End of 
‘the Read” scenarios, The Assault Rifle res a constant stream of high-power, 
Jong-range bullets as Jong as the trigger Is held. Because of the weapon's 
fremendous kick, player characters cannot adjust aim white firing. Therefore, 
it is best to shoot this weapon in short bursts.As long as the character has 
an Assault Rifle Magazing, the Assaull Rifle can be reloaded. However, bullets 
cannot he exchanged betwoen clips, When the weapon is reloaded, the 
oharacter can only switch magazines, exchanging Ihe ammo quantity in the 
un for the quantity in the extra clip. For this reason, it Is best to reload the 
Assault Rifle only when it is completely empty. 


Burst Handgun 
Magazine Size: 26 shots: 


The Burst Handgun fires in theee-shot bursts, Therefore, the damage caused 
in each borst Is actually theee times the Basic attack power of the woapon, 
‘or 380 points per burst, Carry a large supply at Handgun Rounds while using 


‘this weapon, because it goes through bullets very quickly! 


Grenade Launcher 


Grenade Launchers fire an exploging orajectite in a straight fine across 
long ranges. The explosive continues until it makes contact with a target 
or surface and fragments on impact. Therefore.a Granade Launcher is 
extremely lethal when fired at any range. Grenade Launchers can be loaded 
with explosive Burst Rouads that damage the target phis all other hostiies 
in a close radius, or Acié Rounds that soak the target in metabolic acid, 
Acid Rounds are doubly effective against Hunters and Flame Rounds are 
300% effective versus plants. Grenade Launchers can be reloaded with 
compatible grenades, While the playor characler can carry the launcher 
and all ammunition in & single ile slot, he or she must reicad the weapon 
following each attack Ammunition for Grenade Launchers is extremely rare, 
$0 conserve ammo forit as much as possible. 


Handgun 


This lightweight automatic pistol is the most common firearm in the game. 
It fires standard 9mm parabellum rounds, and there is a minor chance per 


attack that a successful strike will cause an enemy to stagger backward a 
‘S1¢p or two. The Handgun is an effective weapon agains! any foe in the game. 


Handgun GL 


‘This handgun appears in the “Underbelly” scenario, but only in Hard and Very 
Hard modes, Although its attack is slightly weaker than that of the standard 
Handgun, its extended range enables the user to inflict greater damage to 
themies at longer range und the higher magazine capacity helps, too, Using 
this handgun ix somewhat like using Mark's custom weapon. 


Handgun HP 


Pst | wet | unt | 
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Tnarguably the most powerful 9mm handgun avaliable in the game, the 
‘Daly drawback of this weapon is that i! suffers from the lowest magazine 
Capacity. This weapon is the standard shooter found in the B.D. during the 
“Desperate Times® scenario. 


Handgun SG 


This rare semi-automatic pistol appears in the “Flashback” scenario, but 
Only in Hard and Very Hard modes, The Handgun $6 inflicts higher damage at 
closer range than the more comman Handgun. However, at medium and long 
range il causes less damage te foes than the common Handgun, Adjust your 
altack strategy accordingly. 


Hunting Rifle 


Magazine Size: 2 shots 
foie Ammauoltton: 


Batic Atak Powers 1000 


This weapon is a long-range rifte suitable for hunting big 


game in the wilds. |! fires special explosive rounds that shatter on impact, 
creating maximum damage, This weapon is exellent for hunting Zombie 
Lions In the Raccoon City Zoo during "Wild Things” 


Magnum Handgun 


Magazine Size: 7 shots. 
Compatiine Anmunition: 
None avablabie. 

Basic Altnon Power: 900. 


This weapon has a seven-shot capacity, but comes foaded with less ammo 

in tougher difficulty modes, There is no ammunition avaltable to reload it, 

80 use this weapon conservatively. This 60-caliber Desert Eagle produces 
‘such a powerful kick that any character except Kevin will need a moment to 
recover between attacks, 


Magnum Revolver 


‘Magaring Size: 6 shots 
mpatl aununiton: 


mii 
fogs Revolver Rounds 
raise Attack Powar: 


This six-shot, high-caliber revolver is located in the alleyway near the end of 
the “Outbreak” scenario. When fired, fhe weapon produoes such a powerful 
Kick that any character excep! Kevin needs a moment to recover between 


shots. One attack with {his weapon will Hikaly Kill a Zombie, Extra ammunition 
for this weapon is only available while playing on the Easy difficulty level. 


Mark’s Custom Handgun 


Magazine Size: 15 shots 
Compatinie iB lounds, Handgun 


Magazine 
isle Afteok Powel: 


Mark has customized his standard-issue Simm automatic pisto’ to inflict 
better damage to targets standing at tong range. Otherwise, Mark's weapon 
is identical to the normal Handgun, and it 1s compatible with all the same 
ammunition. Mark's Handgun is equally effective against all enemies. 


Revolver 


Magazine Size; 5 shots 
ios 


The Revolver isan extremely powerful handgun that fires specialized rounds. 
‘This weapon creates more damage at close range, but ammunition is difficult 
fo find. This weapon appears in the “Wild Things” scenario, but only in Hard 
‘and Very Hard modes. 


Rocket Launcher 


None avaliable 
ig Atak 


The Rocket Launcher can be obtained in two locations during the “End of the 
Road scenaria,This is a shoulder-mounted, surface to air missile launcher 
‘That easily eliminates most foes instantly, but It should be reserved tor use 
‘against boss enamti¢s, While holding the Rocket Launcher, press and hold 

‘The RY button to aim at a monster. The player charactor will Then drop 10 

‘one knee and heft the Rocket Launoher onto his or her right shoulder. This 
procedure takes just a beigt moinent, so adjust your sien using the L1 button 
if the target moves. One shot ts ali you got and no reloading ammunition is 
available, 


Shotgun 


fone shots. 

ropa ian 

Shotgun Rounds 

He oe 


The Shotgun is an extremely powerful firearm that emits a cone-shaped 
blast of shrapnel that Is Capable of damaging multiple foes in the line of fire 
However, the Shotpun is extremely weak at longer ranges, s0 let enemies got 
rather clase to gel the best results from it, The Shotgun is 150% effective 
against Lickers at close range, but only 40% effective at medium range. 


Shotgun E 


This stancard, sump-action hunting shotgun fires 12-gauge shells, With the 
stock, the user can aim better and therefore inflict greater damage at long 
range than the other assault style Shotgun, The Shotgun E is 150% effective 
against Lickers at close range, but only 40% effeotive against them at 
‘medium range. 


Sub Machine Gun 


| short] med | Lona. | 
Lak” 


This weapon fires a constant stream of 9mm parabellum bullets as long as 
the @ hutton is held dows. While firing, you cam adjust the aim to the left 
Or right, up or dawn, The Sub Machine Gun can be reloaded with Handgun 
Rounds of a Sub Machine Gun Magazine, 


(45) 
CAPSULE SHOOTER 


Georne's Extra Item is the Capsule Shooter. This healing weapon can 
be loaded with various recovery pills. The Capsule Shooter enables 
——————__ Ihe good dector—or any other player character—to dispense healing 
| ) from a distance. Player characters equipped with the Capsule Shooter 
=. can aim at other player characters (press the R1 button) and not at 
J enemies, When the @ batton is pressed, the user fires a pill into the 
——. larget, healing or curing them. Note that It's possible to alm at enemies, 
J 100, Gertain pills can damage or kill specific enemies, as detailed in the 
«following section, The name and function of the Capsule Shooter changes 
> depending on the type of pills loaded, 


Capsule Shooter (Blue) 


ms Size: 255 pe 
noe ieoovery Medicine, Hemostst, 


Aattidote, 
Al Virus 
Saag Alisek Pewers 1000 


‘When the Capsule Shooter is 
toaded with Recovery Medicines, 
the launchor can be fired at allies 
fo restore health, A quick check of the status screen before it is osed is 

recommended to ensure that pills are not wasted. This shooter has no effect 
against enemies, 


Capsule Shooter (Red) 


Size: 255 pills 
ze 


Antidote, Anth Virus 
ic 4 


‘When the Capsule Shooter is 

loaded with Hemostat pills, the 

projectile weapon can be used to 

ure other player characters with 

Bleeding status, When fired at enemies, it inflicts no damage; however, the 
force of impact may knock a foe to the ground, allowing for escape, 


Capsule Shooter (Green), 


poe Size: 255 pills 
idle Ammnueltion: Recavery Medicine, tit 


Antigote, kott Virus 
‘Basin attack Powers p00 


‘When the Capsule Shooter is 
foaded with Antidote pills, the user 

‘can cure other player characters: 

‘of Polson status, When fired at an ally,no damage 1s sustained. However, 
‘when it is fired at certain enemies capable of inflicting poison status, the 
altack severely damages or instantly kills thom. Affected enemies include 
Flying Bugs, the black poisonous variety of Mega Bites, Scissor Tails, Giant 
Spiders and Wasps. 


Capsule Shooter (Whit 


a 
vamunition, Recovery Medicine, Wemostar, 
Aptidote, Anti Virus 

"Owe: 


‘When the Capsule Shooter is 
Soaded with Anti Virus pitts, the 

‘user can suppress the rise of the 

‘Tvirus in other player characters: 

‘for # short period of time, When fired at an ally, no damage is sustained, but 

‘enemies will incur severe damage or even death. One thousand vitality yoints 
‘of damage wre inflicted against most enemies except Zombics anc Thanotos 

Against Zombies, the attack inflicts 2000 points of damage or instant death, 

‘and white the Thanatos will sustain about 400 points of damaye. 


AMWUNITION 


This section identifies and details the various rounds of ammunition that 
allow usage of the firearms listed in the previous section. 


45 Auto Rounds 


‘These boxes of .45 caliber bullets are compatible with Kevin's custom — 
‘automatic pistol, Ouring the reload process, Kevin Inserts them into the gun 
through the barrel, one at a time, The 45 Auto Rounds are not abundantly 
available, appearing only once or twice in each scenario. 


45 Auto Magazine 


This (8 a clip of 45 caliber bullets that Nts into Kevin's custom automatic 
pistol, Ouring the reload process, Kevin inserts the entire clip into the 
‘weapon in one smooth motion, requiring less reload time, A 45 Auto Magazine 
can be reloaded by combining It with a box of 45 Auto Rounds. The 49 Auto 

Mapazines appear only on rare occasions, 


Acid Rounds 


This is a portable canister that contains acid: filled grenades, compatible 
with a Grenade Launcher. Acid Rounds most be combined with a Grenade. 
Launcher prior to combat, The character reloads the launcher between 
each shot. If additional quantities of Acid Rounds are not combined with 
the Grenade Launcher prior to combat, the character will not reload them 
automatically, Acié Rounds shatter on contact with an enemy, causing intense 
acid damage to the foe. This type of ammunition appears vary rarely, 


Assault Rifle Magazine 


This clip full of bullets is enty compatible with a fully automatic Assault Rifle, 
During the reload process, the player character will switch magazines.At 
‘his Hime, the quantity of ammo in the extra magazine is exchanged for the 
quantity in the weapon, Therefore, it is advisable fo reload the Assault Rifle 
only when the magazine in the gun is empty, This way, emply magazines can 

be discarded, 


Burst Handgun Magazine 


‘This is a clip that enables a player character to reload 2 Burst Handgun in 
‘one single motion. Requiring fess time to reload, the magazine makes the 

player character less vulnerable to enemy attack.An empty Burst Handgun 
‘Magazine can be reloaded by combining it with a box of Handgun Rounds. 


Burst Rounds 


‘This is 4 portable canister that contains explosive grenades, compatible 
‘with a Brenade Launcher, Burst Rounds must be combined with a Grenade 
‘Launcher prior to combat. The character reloads the launcher between 
‘Bach shot. tf additional quantities of Burst Rounds are not combined with 
‘the Grenade Launcher prior to combat, the character will not reload them 
‘automatically, Burst Rounds explode on contact with an enemy, causing 
Intense damage to the foe as well as additional fragmentation damage to 
‘surrounding enemies in close proximity, 
very rarely, 


his type of ammunition appears 


aaaeagd aooo 


Flame Rounds 


ey 
ww 


This is a portable canister that contains grenades, compatible with a 
Grenade Launcher. Flame Rounds must be combined with a Grenade Launcher 
prior 10 combat. The character reloads the launcher between each shot. If 
additional quantities of Fiame Rounds are not combined with the Grenade 
Launcher prior to combal, the character will not reload them automatically, 
Flame Rounds shatter on contact with an enemy, igniting and releasing 

‘a. combustible get that covers a foe and engulfs it in fame. Additional 
‘enemies in close proximity may also be damaged and set afire. This type of 
ammunition appears very rarely, 


Handgun Rounds 


This is a bax of Stim parabellum rounds, campatibie with most semi- 


automatic handguns in the game, plus the Sub Machine Gun. When usec 
‘to reload a compatible weapon, the charactor inserts the bullets into the 
Chamber one at a time. This is an extremely common ammunition type, 
appearing frequently in alt scenarios, 


Handgun Magazine 


Compatible Firearms; Handgue, 
Mark's Castom Handgun 


The Handgun Magazine is a clip that enables a player character to reload a 


normal Handgun in a single, quick motion, With less time te reload, the player 
character is less vulnerable to enemy attack and can move faster.An empty 
Handgun Magazine can be reloaded by combining (t with a box of Handgun 


Rounds. 


Handgun GL Magazine 


Compatible Firearm 


The Handgun GL Magazine Is a clip that enables a player character to reload 


a Handgun GL in a single, quick motion, With less time to reload, the player 

character (s less vulnerable to enemy attack and can get moving quicker. An 
emply Handgun GL Magazine can be reloaded by combining It with a box of 
Handgun Rounds. 


This is.a clip that enables a player character to reload a 


Handgun HP in one single, quick motion, With less time to 


reload, the player character is tess vulnerable to enemy 
allack and can get moving quicker. An empty Handgun HP 
Magazine can be reloaded by combining it with a box of 
Handgun Rounds. 


Handgun SG Magazine ~ 


Compatible Firearms: Handgun $6. 


This clip enables a player character to reload a Handgun $6 in one single, 


quick motion, With less time to reload, the player character is less vulnerable 
to enemy attack and can get moving quicker, An empty Handgun $6 Magazine 
can be reloaded by combining it with a box of Handgun Rounds, 


Magnum Handgun Rounds 


This is a box of 44 catier magnum rounds compatible with the Magnum 
Handgun. During the reloading animation, the character reloads them into the 
revolver's chamber one bullet at a time, then cocks the barrel. 


Magnum Handgun Magazine 

‘Compatibig Firenrara: Handgun 

This clip enables a player character to reload a Magnvim Handgun Magazine 
In one motion, Requiring fess time to reload, the magazine makes the player 
character less vulnerable to enemy attack, Reload an empty Magnum 
Handgun Magazine by combining it with a box of Magnum Handgun Rounds, 


Magnum Revolver Rounds 
Compatite Firearms: Magiein fe 


isa box of 44 caliber magnum rounds compatible with the Magnum 
Iver. During the reloading animation, the character reloads them into the 
ver's chamber one bullet at a time, then snaps the chamber shut, 


Magnum Revolver S. Loader 


Compatibie Firearms: Magnum Revolver 


|} This is a speed loader that enables a player character to reload a Magnum 
gvolver more quickly than Inserting one bullet at a time, With faster 
this device allows the player character to resume attacking with 
vulnerability time, An empty Magnum Revolver S, Leader can be reloaded 
ig It with a box of Magnum Revolver Rounds, 


Revolver Rounds 


‘This box of hullets is compatible with the Revolver. Whon used to reload 
‘the Revolver, the character inserts the bullets into the chamber one at a 
fine. This is an extremely rare ammunition type, appearing only in the "Wid 
Things” scenario during Hard and Very Hard modes. 


Revolver S. Loader Si 


‘This speed loader enables a player character to reload & Revolver more 

quickly than Inserting one bullet at a time. With faster reloading, this device 
allows the player character to resume attacking with less vulnerability time, 
‘An empty Revolver S. Loader can be roloaded by combining It with a box of 
Revolver Rounds. 


Rifle Rounds 


This box of rifle cartridges is compatible with the Hunting Rifle. While 
foloading the fifle, the character inserts the shells one at a time into the 
‘weapon. Rifle Rounds appear ooly in the "Wild Things”scanario, and special 
‘means must be undertaken fo obtain a sufficient supply. 


{49} 


Shotgun Rounds 

Cony Firearms 

This box of 12-gauge shotgun shells is compatible with a Shotgun. When used 
to reload-a Shotgun, the character inserts the shells one at a time into the 


‘weapon, Shotgun Rounds are not readily available, appearing only three or 
four times in scenarios where Shalguns are found, 


Sub Machine Gun Magazir 


This is a olip that enables a player character to reload 2 Sub Machine Gun 
in one motion, Requiring tess time to reload, the magazine makes the player 
oharaoter less vulnerable 16 evemy attack, Reload an empty Sub Machine 
‘Gun Magazine by combining it with a box of Handgun Rounds. 


BAG 


Re ae 
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Characters have the abitity to recover lost vitality and improve their 
status through the use of recovery items.These items come in a variety 
of forms and uses, including First Aid Sprays that restore complete 
health and various herts that grow naturally in the region that restore 
partial vitality and cure Poisoning. Characters can combine herbs to 
form compounds to renain greater amounts of vitality points and remove 
Poison status,For example, a Handgun subtracts 140 vitality points for 
each successful hit on a Zombie, In Normal difficulty, a Zombie may have 
anywhere from 600 to 850 vitality points, randomly determined by the 
ame as the scenarie begins. Therefore, you may need to attack a Zombie 
five 10 six times at close range to defeat it, Possessing less ammunition 
than this, it is wiser to run than stand and fight, 


Even if a character remains at full health for the duration of the 
Scenario, there is always the accumulating threat of the virus gauge. AL 
the start of each scenario, every player character is infected with the 
Tvirus that transforms ordinary citizens into zombies. As time passes, 
‘the amount of virus in the person's bloodstream gradually increases. 
*s Contact with virufent enemies also increases the virus amount by leaps 
~ and hounds. If the virus gauge reaches 100%, the character dies and 
¥ becomes a zombie. After approximately 10 minutes, even a zombie player 
<= Character falts dead and the game ends. However, various medicines in 
pit! form will stop the natural accumulation of the virus for short or long 
durations of time. Additionally, a player in control of Dr. Beorge Hamilton 
Gan create various recovery medicines and Anti Virus pills with his 
Medical Set, 


Understanding the nature of recovery Hams and knowing the means 

by which to make greater recovery items Is essential to a character's 
Survival. This chapter explains the use and creation of recovery items. 
Always carry some sort of recovery item at all times, since the monsters 
of Umbrella are more unpredictable than ever! 


‘When characters suffer damage from enemy attacks, their vitallty points are reduced. After several attacks are sustained, a 
character may 1058 enough vitality points that his or her status becomes worse. Status reduction and the infliction of special 
Statuses (such as Polsoning or Bleeding) can affect the posture and movement speed of a character. 


CHARACTER STATUS 


Each player character begins the scenario with a predetermined number 
of vitality points.AS a character suffers damage trom the attacks of 
enemies, the number of vitality points is reduced. When the vitality 
points of the character drop helow a certain percentage, the character 
may drop in”status”, Status reduction affects the way a character 
moves and acts. If a recovery item is potent enough, a character might 
regain enough vitality points to gain an improvement in status, 


Notice in the “Characters” chapter that some characters start with more 
vitality than other characters. The female characters are especially 
handicapped in terms of vitality points. Characters possessing fewer 
vitality points drop in status after less hits than a stronger character, 
such as the male characters. Therefore, a female character starts 
limping and loses the ability to run after just a few hits, Keep these 
differences in mind when chooshg a character at the start of the 
Scenario and adjust your playing strategy to sult the specifics of a 
character. 


Levels of Status 


As a character's status drops, the status meter on the Status Screen 
‘changes in both wording and color. The character's posture and 
movement speed is also affected. Characters who cannot move very fast 
are more likely to be overtaken 
by enemies and killed. Characters 
with extremely low vitality tose 
The ability to carry other player 
characters and NPCs, 


if acharacter is reduced to zero 
Vitality points, he or she loses the 
ability to stand and equip weapons, The fallen character can only craw! 
Around on the ground oF use recovery Items. New in File #2, crawling 
characters oan pick up recovery Hems by getting close enough to them, 
AS a character crawls, his or her virus meter increases al a hasty rate, 
Crawling characters oan be picked up and carried by healthier allies, 
restoring the rate of virus infection to normal. So if your comrades are 
Crawling on the Ground, pick them up to increase their chance of survival, 


splatters on the floor, Certain enemies can follow this frail 
of blood directly to the bleeding character. Bleed status 


‘cai be inflicted by the attacks of most enemies.A player 
Character inflicted with Bleed status loses additional vitatity 
‘points gradually as time passes at a rate of § points per 
second, This status will eventually subside, abating more 
‘quickly if the player character stands still for a short period 
of time, Bleed status Gan fast anywhere trom 4010 150 
‘seconds. Bleed statis can he cured immediately if Cindy, or 
‘another player character possessing the Bandage, carries 
the afflicted oharacter, Use of ¢ Hemostat pill also removes 
Bleed statiis instantaneously. 


cler hes droppeditos 
Danger status condition leaning strength fof avetxrainy 
dly and Holding his side. ground, Vargd amection fate wit 
age, the abilities to reach 100% emerge moments. 


arry other characters 45 displayed fa the tower-right 
ec | MEDICINES ANO HERES ( 
STATUS LEVELS ee If your character is only slightly damaged, itis @ bit wasteful to ( mu 


sa ol administer recovery items to heal the character. As a general rulc of 
‘thumb, only wse recovery items on your character or someone else when 
a character's posture or movement speed is affected. 


[status | Golor [Phys frength Condition 


FINE | Gre 


CAUTION | Yell = r1 >} 
[ oauruon | orange | 48% Combining Herbs ae aU 
OANGER | Red The most plentiful recovery items are the medicinal herbs that grow in 
‘the region surrounding Raccoon City, Although these native plants are not 
very useful alone, they produce great results when they are ground up 
| Special Status Ailments eT ‘and combined in powder form. 
In addition to health-related status, there are also special status ‘To combine any two herbs, 
ailments that enemies can inflict on the characters, Spectal status select one herb and choose the 
ailments can be cured immediately through the use of specific items, or “Combine” command, Move the 
they will abate after a long period of time, second cursor to the herb you 
wish to combine with, and press 
Hanne the @ butfon to create a Mixed 


Herb. Single herbs can be added to 
mixed herb compounds ot two herbs. 


Status, the character's 
vitality continuousty alts. 
As vitality points are Inst, 
characters may drop to 
tower status levels and 
eventually fose the ability 
to move or run normally, Poison cant be cured immediately by: 
usitg a Blue Herb,a Mixed Herb compound containing a Blue 
Herb, or by using an Antidote pill, 


Herbs can also be mixed during 
the act of picking up a second 
herb from the environment, While 
picking up an herb, select the 
item space where a compatible 
herb is stored and press the & 
button. Choose the “Yes" option 
when asked if you want to combine herbs. The new herb is automatically 
Combined with the herb currently in your inventory, provided the two are 
compatible for mixing. 


{ 52 } Blue Herbs remove poison status from a character. 


_ ae 

Or. George Hamilton can convert 
herbs and mixed herb compounds 
into useful medicine pills with 
his Medical Set, First, select 
George’s Medical Set and choose 
the"Mix” command. Then select 
the herb or herh compound you 


Creating Medicines 


wish fo convert and give it a try. A complete list of the medicines George 
can make |s available in the “Characters” chapter, Medicines can also be 
found in various lacations, 


Green Herb 


Green Herbs enable player characters to restore & 
small amount of vitalily points, single Green Herb 
may be enough to raise a character's status fo a better 


(evel, s0 keep one handy at all times, Green Herbs, which are plentiful 

in Raccoon Gity, can be combined with other Green Herbs to conserve 
inventory space. When combined with Red Herbs, Green Herbs form 
powerful compounds, Green Herbs can also be combined with Blue Herbs 
to provide health and poison recovery simultaneously, 


Blue Herb 


These herbs can also be combined with Green Herbs 
for simultaneous health recovery and poison cure, Blue 


Herbs can also be combined with Green-Green and Green-Red compounds 
to add poison recovery to any mix.Arthough Blue Herbs can be mixed 


ED Red Herbs, there is no additional effect gained from this mixture. 


Red Herbs are entirely ineffective on their own, but 
when combined with Green Herbs they increase the 
potency of mixtures by more than double, A Red Herbs 

‘can be mixed with a Green Herb or a Green-Blue Mixed Herb compound. 
While a Red Herb can also be mixed with a fone Blue Herd, there is no 
added benefit to the mixture, 


First Aid Spray 


This powerful pharmaceutical spray produced by 

the Umbrella Corporation fully restores any player 
‘character's physical strength points completely. A First 
‘Ald Spray can also be equipped in the hand of a player character and 
Sprayed on @ passing character to restore that character's health.To do 
this; equip the spray using the “Equip” command, then point the spray at 
a nearby charaoter by holding Ri or R2. Press the Action button to spray 
the character when he or she is somewhat close, During Infinity Mode, a 
First Ald Spray oan be equipped and sprayed on other characters as often 
‘as possible. However, if the player character uses the item upon him or 
her self, It still disappears as usual. First Aid Sprays are not as plentiful 
a5 the Various herbs, so their use should be restricted, 


Recovery Medicine 


This blue-white pill enables a player character to 
recover physical strength, similar in effect to a single 
Green Herb, However, the main benefit of Recovery 
Medicines over Green Herbs js a character can carry multiple pills in 
a single item slot on the Status Screen, Additionally, George can create 


Recovery Medicine pills by mixing a single Blue Herb with his Medical 
Set. So if preat quantities of Blue Herbs are floating around but no one is 
poisoned, the doctor can convert the herbs into these more useful pills. 
? 
George can create these red-white pills by combining 
Red Hers with his Medical Kit.A Hemostat instantly 
Stops bleeding, allowing an inflicted character to return 
‘10 normal movement Speed If possible, Multiple Hemostats can be carried 
ina single item slot on the Status Screen, 

Antidote 
This white-green pill negates palson status inflicted é 1 
nan Individual. George can create these pills by 
Combining Green Herbs with his Medical Kit. Thus, if 
player characters are poisoned and no one has any Blue Herbs, the doctor 
Gan still cure patients using the plentiful green plant found throughout 
Raccoon City, Multiple Antidotes can be carried in a single item slot on 
the Status Screen, 


This small white gill halts the progression of the virus 
gauge for a short period o 
30 seconds, The overall effect is that the player character now has more 
qame time to explore the environment and fight enemies before the virus 
reaches 100%, When an Anti Virus medicine is found, use It immediately 
to generate more time to complete the scenario's objectives, If attacked 
by an enemy, the effects of the Anti Virus subside and the gauge resumes 
its gradual rise. George can produce Anti Virus medicines by combining 
Green and Blue Herbs into a Mixed Herb, then combining the result with 
his Medical Set, Multiple Anti Virus medicines can be carried ina single 
item slot on the Status screen, 


e, roughly 1 minute and 


Recovery Medicine 


George can combine a Recovery Medicine Base with his 
Medical Set to create a Recovery Medicine, Otherwise, 
the Recovery Medicine Base has no other use to the 
other characters, 


RECOVERY ITEM TABLE 
item ——S=S fet | Vitality Pts. Recov, 

[ Green Herb «| Recovery 500 | 
Blue Herb Cure Poison 0 
Red Herd rl 0 


First Aid Spray Cur 


Recovery Medicine 


Hemostat 


8 virus gauge (1:30) 0 


r 
: 


other chapters of this book. 


KEYS ANO KEY ITEMS 


The following ts an alphabetical list of aif the items in the game that unlock 2 
door, allow completion of an objective, ar open anew area of the game, 


Usage ee 
The Ace Key unlocks the safe in the Waiting Room on the second level af the 
A.RD. precinct house, The key is typically found near the corpse of the dead 
dog trainer in the Kennel after the five jeweled plates are used at the fountain, 
However, in same difficulty modes the lecatian changes, 


Administrator's Office Key 


(+) 


Usage 


Unlocks the door located just inside the Administrator's Office on 2F of the 
hospital. 


Usage 
Enables player characters to unlock the north dor between the North 
Concourse and the Path in Front of Observation Deck areas. 


Amethyst Plate 


SCENARIO: “DESPERATE TIMES” 


Usage Bee 
‘One of five jowoled plates that must be set into the base of the fountain statue 
in the Main Hall of the R.RD, 10 reveal the escape orawispace, 


Auxiliary Building Key 


SCENARIO: “FLASHBACK” 


Usage 
‘Akkoy that unlocks the north door on the east side of the Auxitlary Building 
TF Hail, 


‘This chapter contains information regarding keys that unlock doors, objects that solve puzzles, and various other items not covered in 


ENARIO:“UNDERBELLY” 
Usage bee 
Unlocks the door at the north end of the B1F level of the Employee Area inside 
the subway station, 


Blank Tape 


_SCENARIO:“WILD THINGS” 
Usage 
Atilank cassette tape, When the Blank Tape and Parade BGM Tape are both in your 
‘possession, examine the dubbing equipment at the back of the sound booth in the 
Elophant Stage area to duplicate the Parade BGM Tape. 


Usage < 


Enables player characters fo cut the chain that locks the rear gate of the 
Raccoon City Zoo, as well as the chain that bars the north door of the Show 


Animal's Boarding House, 


Crowbar 


SCENARIO:“END OF THE ROAD" 

Usage 
A heavyweight prying instrument capable of chiseling or bending plate metal, 
Gan be used to open the damaged pane! at the north end of the East Passage 2 
area, This item is optional, since the pane! can also be broken open with tackle or 
‘Special attacks. 


Elephant Key 


SCENARIO:“WILD THINGS” 


Usage 
Unlocks the door between the East Concourse and the Elephan! Staye areas in 
the Raccoon City Zoo, 


Emerald Plate 


SCENARIO:“DESPERATE TIMES” 


Usage 
One of five jeweled plates that must be set into the base of the fountain statue in 
the Main Hall of the 8.20. to reveal the escape crawlspane, 


Employee Area Key 


SCENARIO:“UNDERBELLY” 


Usage 


Unlocks either door to the Employee Area of the subway station, etther In the 
West Concourse or the East Concourse of the B1F level, 


Examination Room Key 


SCENARIO:“END OF THE ROAD” 


Usage 
Unlocks the west door in the Waiting Room area of the Umbrella Research 


Facility, which leads to the Examination Room, Typically found in the Reference 
floom. 


SCENARIO:“DESPERATE TIMES” 
Usage a . 


One of five pieces of evidence that can be given to Ben the reporter in the 
Holding Cells in exchange for weapons ané supplies. The item obtained is 


dependent on the number of Film items given to Ben, 


SCENARIO:“DESPERATE TIMES” 
Usage es 


One of five pieces of evidence that can be given to Ben the raporter in the 
Holding Cells in exchange for weapons and supplies, The item obtained is 
dependent on the number of Film items given to Ben, 


SCENARIO:#DESPERATE TIMES” 

af 

One of five pieces of evidence that can be given to Ben the reporter in the 
Holding Cells in exchange for weapons and supplies. The item obtained ig 
dependent on the number of Film /tems given to Ben, 


Usage 


SCENARIO:"DESPERATE TIMES” 


Usage 
One of five pieces of evidence that can be given to Ben the reporter in the 
Holding Cells in exchange for weapons and supplies. The item obtained Is 
dependent on the number of Film items given to Ben, 


Founder's Emblem (Oral) 
SCENARIO:“UNDERBELLY” 


cy 


Usage ae 
Typically found near the wreckage of the train that crashes into the Platform 
after power is restored in the subway station, The flames must be extinguished 
by reactivating the water flow to the emergency sprinkler system. One of two 
medals required in separating the subway oar from the wrecked train in the 
Platform area, 


# 


Founder's Emblem (Werner) 
“SCENARIO: “UNDERBELLY” 


Usage 
‘Typically found in the B2F Passage outside the Pump Room, after the floodwaters 


have been drained, One of two medals required in separating the subway car trom 
‘the wrecked train in the Platform area, 


ID Card Lv1i 
SCENARIO:“END OF THE ROAD" 


Usage 
The identification card of a low-level Umbrella Researcher, Swipe this card at 
Seourity gard readers to unlock the doors between the Central Passages, as well 
as the door leading to the Experimentation Chamber. 


| SCENARIO:“END OF THE ROAD" 


Usage t 
Garter’s {dentification card, Swipe this vard at the security card reader at the 
hortheast end of East Passage 1 to unlock the door leading to the “Passage in 
Front of Elevator” area, 


SCENARIO:"DESPERATE TIMES” 


Usage eS 
The Joker Key unlocks any iocked door inside the R.PD precinct building. It is 
located inside the locker only Kevin can open, and sometimes other places in 
harder modes, 


Lion Emblem (Blue) 


SCENARIO:"WILD THINGS” 


Usage 
One of two embiems that fit into the bases of the lion statues in the Front Gato 
Plaza. When both emblems are used, the north exit of the Raoceon City Zoo opens, 


Lion Emblem (Red) 


One of two emblems that it into the bases of the lon statues in the Front Gate 
Plaza. When both emtilems are used, the north exit of the Raccoon City Zoo opens. 


Usage 


Usage ee 


Enables player characters to unlock the southeast door of the South Concourse 
area of the Raccoon City Zoo, 


Mr. Raccoon Medal 


ae 

Mr. Raccoon Medals are normally given te children visiting the Raccoon City 
200 and, therefore, they are scattered in various locations throughout the park, 
Examine the mascot statue on the administrator's deck in the Inner Office, and 
insert the number of medals displayed on the statue's base to move one of the 
colored paintings (n the office to reveat hidden Hems, including a door key or 
ammanition, 


Usage 


(5) 
MO Disk 


tae" 

Abigh encryption data disk capable of storing complex programming, Can bo 
inserted into various computers in the Umbrella Research Facility to record or 
‘transmit a variety of data. 


MO Disk (Code A) 


Usage - 
‘A high encryption data disk decrypted with the essential code required for 
Brogramming the combat mode of a Tyrant, Obtained by inserting an MO Disk into 
‘The computer in the Mainframe room, 


MO Disk (Code B) 


Usage 
A high enoryption data disk deorypted with the essential code required for 
programming the combat mode of a Tyrant. Obtained by Inserting an MO Disk 
(Code A) into the computer at the Observation Mezzanine, 


—s 


Usage ee 


A facsimile of a Grenade Launcher, made of the same size and weight. When 

the real Grenade Launcher is taken from the wall brackets in the Nursery room, 
the doors seal shut,To leave the room, examine the same spot and choose the 
‘option 10 set the Model Grenade Launcter in place, Davit can combine the Model 
‘Grenade Laviicher with his Junk Parts to make a functional Grenade Launcher, 
thas skipping the need to Lake the weapon {rom the Nursery. 


Model Train Wheel 


Usage 
‘A small train whee! facsimile that is used to rotate the gears on the rooftop 
‘of the vontilation tower connected to the subway station to lower the escape 
ladder, 


Office Key 


‘Unlocks the east door of the office building of the Raccoon City Zoo. Required in 
Hard and Vory Hard modes only. 


Onyx Plate 


Usage eA 
‘One of five Jeweled plates that must de set into the base of the fountain statue in 
‘the Main Balt of the B.AD, to reveal the escape crawlspace. 


Padlock Key 


Usage 
Appears in front of Marvin af the Police Station Front Entrance after the five 
Jeweled plates are used at the fountain in the Main Hall. Unlocks the gated 
‘portion of the Rooftop, where the Plywood Boards are usually stored 


| 
| SCENARIO:"WILD THINGS” 


Bee 


layers on the carts at elther end of the 


woman inside 10 obtain the Pendant, Give this 
- Bank area, then return fo the Cabin to see the 


f SCENARIO:“DESPERATE TIMES” 


‘set into the base of the fountain statue 
he escape crawispace, 


| SCENARIO:“DESPERATE TIMES” 
One of e ist be set into the base of the fountain statue in 


veal the escape crawlspace, This plate is always 
10 Ben in the Holding Cells on the B1F level of 


the reporter, Possession 
‘of this Hem adds the "Secret File” document to the File Manu. The Secret File 
‘1s found in one of two places: either in the drawer of the desk in the Substation 
fiom (in Easy and Wormai modes); or in the safe in the East Office in Hard and 
Very Hard modes, When given to Ben in the Holding Cells area, he hands over the 
Sapghire Plate. 


Located in the base of the fountain statue in the Main Hall of the R.PO. precinct 
house. When removed, the item becomes set just to the left of the previous spot 
‘The Unicorn Medal can de inserted into the niche under the painting in the 1F 
Hallway to obtain some additional items, 


Use at the pump machinery in the Pump Room {0 drain the waters flooding the 
Jowor portion of the B2F evel of the Employee Area stage. After draining the 
‘water and fixing the broken pipe with Repair Tape or Viny! Tape, use the Valve 
Handle again in the Pump Room to activate the water flow to the sprinkler system 
in the Platform Area. 


Lowers the emergency ladder In the North Waterway of the Water Treatment 
Plant in the “End of the Road" scenario, Only neoessary if the player characters 
defeated Tyrant and were not washed away by the flood, Can be inserted into the 
‘central machinery of the Maintenance Room to be transformed into the Valve 
Handle (4-sided), 


sided valve stem created by inserting the Valve 
Handle (6-sided) into the central machinery of the Maintenance Room, Used at 
the panet near the emergency escape ladder at the north end of the upper level 
of the North Waterway fo lower the sewer ladder, allowing escape to the Urban 
‘Area stage. 


GAME BASICS | 


[ monsters =f 


rrecovery 
B irems j 


{57} 


Ventilation Tower Key 


SCENARIO:“UNDERBELLY” 


Usage 
Typically found on the train tracks after the subway car has departed, located 
where the subway car was previously parked, Untocks the door in the Emergency 
Power Room on the B2F jevel of the Employee Area. 


MISCELLANEDUS 


This section esoribas items of various uses that may appear more than once In 
more than one scenarie. These items do not easily fall under other categories, 


Alcohol Bottle 


SCENARIO:"UNDERBELLY”’, 
“END OF THE ROAD” 


Usage Sipe 
Combine an Alcohol Bottle with a Newspaper and a Lighter to form a Molotov 
Cocktail. Equip this throwing weapon and Ming It at one more enemies. Sets 
enemies on fire, or creates a small column of flame at the point of Impact. 
Enemies engulfed in flames take continuous fire damage, 


Battery 


SCENARIO:"DESPERATE TIMES”, 
“END OF THE ROAD” 


Usage ae 
A small power cell that has various uses, David can combine a Battery with 


a an Iron Pipe and Viny! Tape to create @ Stun Rod weapon, or he can combine It 
| with Junk Parts to create a Timer Bomb. Alyssa can recharge her Stun Gun by 


- “p combining it with a Battery, 


Blood Infusion Pack 


SCENARIO:"UNDERBELLY” 


Usage ae vi 
When the “Place” command is used, the character tears open the Blood Infusion 
Pack and spilis it on the floor. f a Mega Bite enemy is present In the room, it 
ignores all player characters and moves to the blood spill, The Mega Bite feeds 
on the spilled blood for approximately five seconds, The creature then goes into 
convulsions and transforms into the larger red version, Therefore, walt to use a 
Biood Infusion Pack to distract Mega Bites until just before leaving an area, 


Gas Neutralizing Canister 


SCENARIO:“DESPERATE TIMES” 


Usage = 


‘When rooms inside the B.R0. become filled with a nerve gas that js toxic to 
player characters, a Gas Neutralizing Canister can be used to dissipate the gas 
and make the area safe for player characters. The effect lasts for a certain 
period of time, which varies depending upon the difficulty level selected. 


SCENARIO:DAVID'S EXTRA ITEM, “WILD 
THINGS”, “UNDERBELLY”, “FLASHBACK”, 
“DESPERATE TIMES”, “END OF THE ROAD” 


Usage 
A Lighter has various uses. It can ignite a combined Newspaper and Alcohol 
Bottle to create five Molotov Cocktails. David can combine the Lighter with the 
Pesticide Spray and piece of Vinyl Tape to oreate the Flame Spray. He can also 
‘use the Lighter to ignite a Timber Bomb, In the “Underbelly” and “Flashback 
‘Scenarios, the Lighter can be used in dark locations to read graffiti If the 
‘messages are read in the proper order, additional items can be oblained. 


Newspaper 


) SCENARIO:“UNDERBELLY”, 
4END OF THE ROAD" 


Usage 
When a Newspapar item Is procured, the player character memorizes the fle 
‘associated with the Newspaper. Newspapers are numbered to Indicate which 
Me is memorized, depending on the scenario. Additionally, the Newspaper can de 
Combined with an Aloohol Bottle and ignited with a Lighter to create five Molotov 
Cocktails, 


Plywood Board 
SCENARIO:“DESPERATE TIMES” 


Usage eo 
‘These items are found inside the caged area of the Roottop or other locations 
in and around the R.AD. during thé “Desperate Times” scenario. To use Plywood 
loards, face the front gates outside the precinct house and “Use” the item. Each 
Plywood Board used at the front gate at the Police Station Front Entrance after 
‘Marvin is attacked adds one minute to the weapon-gathering periou following 
Rita's escape to look for help. 


Syringe (Empty) 


SCENARIO:“FLASHBACK” 
Usage S46 
Can he filled or relied with a chemical solvent at the dispenser in the B1F 


Pharmacy, The solvent is effective apainst the mutant plants that biock certain 
passages in the hospital stape, 


Syringe (Solvent) 
SCENARIO:"FLASHBACK” 
Usage one 
Used in three locations around the hospital stage to kil! major branches of the 
Huge Plant, Killing some plant branches enables player characters to acc 


new areas. By killing the three major branches, the Huge Plant in the basement 
becomes weakened enough to reveal ils inner core, When used, » Syringe Empty) 
appears in the inventory. Syringes may De refilled in the BIF Pharmacy. 


TEN ARI Oe 


Resident Evil Outbreak File #2 is divided into five story scenarios and 
six bonus mode scenarios, In Single Play mode, the first four scenarios 
are available Immediately, End of the Road becomes available when 

all other scenarios are cleared, Bonus mode scenarios (such as 
Elimination 1, Showdown 1, etc.) are unlocked in the Collection menu 
and must be purchased using 
accumulated ranking points, In 
this chapter, the scenarios are 
organized according to the order 
of listing in the Scenario Select 
menu of Single Play mode. 


Regarding the Text 


eerintnennncernney 


This portion of the strategy guide covers each scenario from start to 
finish, explaining in great detall the objectives and actions required to 
clear each one, Scenarios are written in a somewhat freeform manner, 
‘discussing” the possibilities of playing with AIPC partner characters as 


EE as other players online, 


The guide is written to help the player accomplish the clearing of all five 
scenarios in Single Play mode at the Normal difficulty setting, Network 

‘Mode is admittedly a much deeper experience, but it is important to play 
through the game on your own in Single Play mode before heading online, 


‘Developing skills and knowledge of the game while playing Single Play 


mode should prove invaluable during online sessions. By avolding Single 
{ eT Fray mode and heading directly online, it may prove to be detrimental to 


you and your potential teammates because of your unfamiliarity with 
the game, 


The entire walkthrough is wrillen to help you master Single Play 


mode on Normal difficulty level. 


Map Sections 


Each scenario description contains one or more sections of fully 
rendered 30 maps depicting the stapes explored, Each map is marked 
with numbered item callouts. Use the callout list next to each map to 
determine the locations of important items, weapons, and supplies. 


Objectives 


The soenario's main objectives 
are also listed In these sections, 
described in the simplest form 
possible, along with screenshots, 
It's important to complete most 
of the objectives listed in order 
to clear a certain portion of thé 
scenario, if not the entire stage, There may be more than one list of 
objectives per scenario, so don’t think the scenario Is over just because 
the first set of objectives are completed, 


Walkthrough 


ae 


The walkthrough Is a step-by-step description of the tasks required 

fo clear the scenario. If comes complete with screenshots, tips, hints, 
warnings and notes, Follow the advice given to ascend to the top ranks 
among Resident Evil Outbreak File #2 masters. 


on tricks or strategis 
experience, 


visto 8 OREO SN 


IOTES: 
Sometimes choices made or the actions taken during 


a scenario may have far-reaching effects on gameplay, 
score, or even teammates’ ability to continue playing 
by your side, Also, some side features of the game are 
complex enough to require a complete sidebar. Notes 
provide in-depth insight on side features of the game. 


ertain stages of the scenario, 
@ actions could potentially 


Boss Fight Strategies RE 


Most of the scenarios cannot be completed until you have faced and 
defeated a powerful unique monster known as @“boss”. Each boss fight 

is formatted ina unique section containing detailed statistics about the 
Strength of the boss's attacks, Also listed are statistics to help determine 
just how many hits a boss can survive against your weapons. The content 
for each boss fight contains elther detailed or simple instructions on how 
to take down the foe blow by blow, 


Complete Event Checklist, Ch@ehiist Pointers 


Each time a valuable action is completed, players are awarded points 
and an item appears on the Event Checklist. There is a complete Event 
Checklist at the end of each scenario description that covers the actions 


that score points. In addition, this cs 
INTRODUCTION 
Section contains notes regarding 
+ some of the more obscure ( | 
2 GAME BASICS 
~ checklist items that may not be 
covered in the walkthrough, Louncros | 
{ MONSTERS } 


WEAPONS 


The tables in this guide list the 
ranking points accumulated by 
achieving each checklist item, 7 RECOVERY 
and whether only the activating 
“individual or everyone” playing 
gains points upon the completion 
of the achievement item, The total 
number of points accumulated is then run through an algorithm detailed 
inthe "Game Basics” chapter to determine the total number of ranking ELIMINATION & 
points awarded fo each participating player. 


NETWORT 
Additional bonuses are unlocked in the Collection menu by replaying each 


Scenario until 100% of the Event Checklist actions have been performed aL TENS 
(either by you or by someone else in the group). For most scenarios, 
acquiring a complete checklist is impossible during a single play-through { OLLECTION 
of the came. The soenario must be played several times over, several 

different ways, and possibly with several different characters to 

Completely fill the checklist. Keep track of previously achieved checklist 

items and those that have not been achieved by pressing the @ button ( 61 } 
to view the Event Checklist while selecting a scenario in the Scenario 


Select menu. The next time you play, attempt different actions and 


interactions and try to raise the Event Checklist total to 100%, 
’ 


SHOWDOWN 


SPECIAL ITEMS 


Notes for Easy, Hard & Very HavadModes 


Each scenario description mainly covers events that occur when 

the game is played in Normal difficulty mode. The scenario may play 
differently in Easy, Hard or Very Hard mode, though, These sections at 
the end of each scenario section describe changes to the way stages are 
played in difficulty levels other than Normal, 


Clear Time Ranking 


Time is the most important factor in determining the ranking achieved 
when playing each scenario, The table at the end of each section shows 
how ranking Is earned via completion time, Use this information to 
determine how to do better next time. Notice that more time is allowed 
for earning a better ranking in Network mode, dependant also on whether 
the game is installed to a Sony PlayStation 2 HOD or not, For a complete 
breakdown of the method of result point calculation, consult the “Game 
Basics" chapter. 


| EASY {HARD 
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Scrub Brush [Scrub Brush Mr, Raccoon Medal 


Cotleet the Bott Guttex en tbe der + Notebook” on the ‘Use the Bolt Cutter or fle ctoe to open 
‘counter, or... ‘he back gates af the Raccoon City Zoo, 


3 


WALKTHROUGH 


Surrounding Elephant 


Proceed south down the street toward the Elephant Restaurant, a tourist 
spot commemorating the Zoo's biggest attraction. Undead former citizens 
are posted like ghoulish watchdogs near the diner entrance, and a zombie 
cop naps near the Back Alley door. The door to the Back Alley is locked, 
but can be broken down by shooting It or tackling it until it breaks open. 
However, the zombies in the area will greatly interfere unless your 
partners keep them busy while attempting to break down the door.A 
Shotgun E is located in the Baok Alley, justifying the effort 


The front door of the Elephant Restaurant is unlocked, so this could be 
an easier route to navigate provided the zombies positioned before the 
entrance don't pose a threal, Examine the signboard near the street 

in front of the restaurant to obtain a Map of the area as well as the 
“Evacuation Order" file. Whenever the map screen is open or fle 
text is displayed, your character becomes immobile while all other action 
continues. Avoid checking the map or reading files until the coast is clear, 


“Search gi ee 
signbdoards, posters: 
charts on tables te-obtain 
full in-game maps. Know 
where you are going (A 
advance! 


Break down the backdoor 
of the Elephant Restaurant 
to enter from the Back Alley. 
Entry from the frontdoor 

is faster, but slightly more 
dangerous. 


OBTAIK ALL MAPS! 


Always obtain al! of the maps ina scenario to earn. extra 
ranking pomts and complete the Event Checklist Since 
this strategy guide refers to all ureas by their in-game. 
room name, itis important to have the map available to 
properly follow along. To find the room name indicated in the 
walkthrough text, press the @ button to open the map and 
move the crosshair mark over other rooms to view 


their name. 


Playing as Alyssa makes this scenario slightly easier, since 
she can use her lock picking toot ts open tacked doors 

that other characters. must knock down, Certain lockpicks 
are more effective at unlocking Specific doors in certain 
difficulty modas. For a complete list of the Best pick to v 
y lock in “Wild Things” and other scenarios, refer to 
s section in the "Ch 


tors" chapter 


Unlocking the Zoo’s B 


Inside the Elephant Restaurant, 
read “Joseph's Notebook” 
next to the cash register, After 
obtaining this file, return to the 


Street area and examine the chain 
on the Zoo's back gate to enter 
the combination and remove the 


-ading "Joseph's — 
padlock. All survivors may then 


| Notebook" is one metho of 
enter the Zoo. | learning howto untock the 
| Z00's rear gate 


Another method of opening the 
back gate depends on obtaining 
the Bolt Cutter from inside 
the service counter, This means 
breaking through one of the 
locked doors leading to the 
kitchen, Zombies continually enter 
the diner—at an extremely high 
frequency of appearance—-and 
atlack all inhabitants. If a zombie 
advances while attempting to 
smash through one of the kitchen 
doors, avoid the creature and run to the other kitchen door, Try to break 
through the other door before the flesh-eaters start ticking the back of 
your neck. ’ 


Obtain the Bolt Cutter 
from the inner partof the 
service counter and use it 
to cut the chain barring the 
roar Zoo gate. 


THE BOLT CUTTER SNIPS TWICE 


The Bolt Cuttor an bo used to cut the chain on the Zoo's 
back gate and, iiretained, itcan also be used to cut another 
chain later in the scenario, 


Raccoon City Zoo 


a 


Uitte Elephant Key (vn the Use the Elepa 


‘ner Otic, 


ee 


Insert two Mr, Racceom Medals into 
ascot statae inthe loner Otfce to 
obtain the Lion Key 5 


Deteat the Male Zacnbfe Lion (Stalker) 
¢ Zombie €tophant (Tidy ot the Front 
ates, and boatd (he streehiar 


RACCOON 
CITY 200 


ee | 
‘Key fo unlock the Sola @ Me, Raccoon Medal 
‘rom the Terrarium Dome 


eG 


north door of the'Eas! Geneuuta 
iy 


Ahaise the crane in the Show Animals 
Boarding Howse to obtain the Lior 
Emblem (Red) 


Use'the Lion Key to unlock the 
southwest door af the South Concoorse 


JU MS 
‘Return tothe feoer Ofhee and use the 
‘bevaber conigle lo estore tbe power 


Search the torn, bloody jacket on 

‘she sigopett imfhe"Path in Front ot 
Observation Qeck ares te ead the 
Message from Management 
fie, Memorize The pass cade it coatnins. 


Press the threw tttons in the Insert the two Lion Emblems into the 
Terrarium Dome 10 open the set 
panel, revealing the Lion Emblem 


(Blue) 


bases of the lion statues at the Front 


Gale Plaza, 


ITEM LIST: 


Caltout No, | EASY NORMAL HARD VERY HARD 


T Green Herb Green Herb [Blue Herb ti 
Green & Red Mixed Her Groen & Red Mixed Herb Groen & Green Mined Herb Blue & Ned Mixed Word 
No Hein No Item No trem Mr, Raccoon Medal 
Green Hert Green Herb Grean Herb Sreen H 
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Handgun Round Handgun Round Handgun Round Revolver Bu 
Lighter Shotgun Rounds Revolver S. Loader No Item 
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Green Hert Green Herb Blue Herd No Item 
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Antidote Handgun Rounds No Tein Handgun Rounds 
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Shotgun Rounds Shotgun Round Shotgun Round 
Scrub Brush Sorub Brush Green Herb 
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H Green Herb Green Herb 
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ii Raccoon Medar Mir. Raccoon Medal ir, Raccoon Medal Lighter 
Munting Rife Munting ie Hunting Rifle Mr, Raccoon Medal 
Long Pole ‘ang Pale Tong Pole Stick 
Na Item Mr. Raccoon Meda No Iten Mr. Raccoon Me 
free Herb Green Herb Green Herb Green Hert 
rst Ald Spray rst Aid Spray No Tem, Hemost 
No em No Item [ir Raccoon Medal Mr. Raceoon Medal 
Lion Emblem (Red) Lion Emblem (Red Handgun Magazine Shalgun Round 
Rife Builel No Item Rife Bullets ile Bullets 
Curved iron Pip Gurved Iron Pip Blue Hert ved Iron Pip 
First Ais Spray First Aid Spray rst Ad Spray 
Green Hert Green He Hemastat 
andpun Rounds Handgun Rounds [Green Hert Handgun Rounds 
ir. Raccoon Medal Mr. Raccoon Med Mr. Raccoon Meda Blue Herb 
[Shotgun € Lion Embiom (Red! Mr. Raccoon Medal 
fie Bulle No Hen No Item 
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EASY NORMAL HARD VERY HARD 
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Oscar the Zombie Elephant 
When all player characters and AIPCs enter the South Concourse, the 
Zombie Elephant (also known as “Titan") destroys the back gate and 
attacks, At this point, the southeast area surrounding the Elephant 
Restaurant becomes inaccessible for the remainder of the scenario 


The Map of the 2oats 


(Ui Cindy 13? selected as & 


posted on the signboard player character, her boty 
near the entrance, ifonly appears just inside the 

you can get around the Zoo's rear gate, killed during 
gargantuan Zombie Elephant the Zombie Elephant's 


to obtain it devastating entrance. 


Lying around her are two 


recovery items. as if 
dropped from her herb case. 


It's possible to immediately kill the Zombie Elephant, although it's 
difficult to accomplish. The surest way to kill the Zombie Elephant is to 
obtain the Hunting Rifle and a good supply of Rifle Rounds later in the 
scenario, 


reeereeweneeneseenrer— 
if possible, bait the Zombje Blephant inte smashing into the 
small concession carts along the Concourses. Smashing a 
sion cart may reveal a hidden item, 


If the player characters move to another area, or if the Zombie Elephant 
manages to fiee to another area, the creature regains a small amount of 
lost vitality. The Zombie Elephant leaves an area if no one Is standing in 
front of it, This enemy can be defeated at any time, or it can be trapped 
at the Elephant Stage area to prevent its reign of terror from continuing. 
Hf not defeated before proceeding to the Front Gate area, the Zombie 
Elephant must be defeated in a boss encounter, 


While active, the Zombie Elephant enemy pursues player 


characters in all th Concourse Hl as the 
Elephant Stage and the Office 

f the Zombie Elephant is killed in one of the Concourse 
sreas or at the Elephant Stage, the "Killed Titan in Zoo 
item is added to the Event Checklist. If the Zombie 
Elephant is already dead or trapped at the Elephant Stage 
area at the time the player character(s) reach the Front 
Gate area, then the Male Zombie Tiger known as the 
Stalker” appears at the Front Gate area. The new enemy 


must be defeated befc @ scenario can be concluded. 


If the party ges to evadi nble Elephant but 
fails to trap it at the Elephant Stage, or if the Elephant 
breaks down the gate at the Elephant Stage, then when 
the player characters reach the Front Gate area the 
Zombie Elephant must be fought and defeated, In this 
case, the “Titan appeared at front gate" and "KilledTitan 
at front gate” items appear on the Checklist. 


Assault on the Offic 


Navigate to the Office area located 
at the heart of the Zoo, Until power 
is restored, the building must be 
entered from the east doorway in 
the North Concourse area. After 
power is restored, a shutter on the 
north side of the building opens, 
providing a minor shortcut durthg 
the latter half of the scenario 


/ The Zombie Hyanas inthe 
North Concourse. are easy 
to outmaneuver without 
wasting amme while 
navigating to the eastern 

1 door of the Office. 


Quickly navigate through the lost kids’ area. If the Zombie Elephant 

is still rampaging around the 200, it's still possible to reach the north 
portion of the Office in time to see he monster smash through the wall 
and drag some poor fellow to his death! 


Steer clear of the outer walls / Alyssa Cah 58 @IOERDICR LO 


of the building white heading open the locker and obtain 
tothe doorneartheNPC, | | 2 weapon inthe savalfarea 
who doesn't fare quite so | near the shutter door. The 
well. P.Shaped Pick works best in 


all modes except Very Hard. 
Use the S-Shaped Pick in 
Very Hard mode 


die instantly Stay clea 
windows and holes in the Office 
while navigating to the door on 
the north side of the area, 


e Mascot Statu : 


The Elephant Key /s on 
the central desk of the Inner 
Office. Before leaving the room, 
head into the next area and 
fake the Mr. Raccoon 
Medal from the desk. Use 
this Item at the mascot statue 


Insert Mr. Raccoon 


Head fat Tirana 

on the north sideofihe 
Terrarium Dome aad obtain 
the Mr. Raccoon Medal 
on the ground amidst the 
flowers in the enclosed area. 


Import ocument 


Continue through the northwest 
door of the Terrarium Dome to 
the Lakeside Area, Eliminate the 
Horn Bill bird flying around, then 
blast the Alligator (if needed) 
to drive Ht away from the bank, 
Descend into the water and 
Swim across the lake to the 
west side. Avoiding the Alligator 
inthe water is easier if the 
Horn Bill is not around, 


A group of swarming flies 
hovering near an overgrown 
Rafflesia flower blocks the lower 
path in the Terrarium Dome. If a 
player character approaches 100 
closely, the flies may cause minor 
damage and inflict poisoning. 
Ascend the stairs and cross 

the upper level instead, Shoot 
the vine tentacle on the upper 
level so that It cannot snag a 
character's ankle and inflict : 
damage, ¢ } 


/ Hold the @ button to swim 
faster in the water Move the 
Lefl Analog Stick to switn 
away from the Alligator. 


{69} 


into the mascot stati to 
activate the mechanism in 
the administrator's office 


and notice thal the number 
displayed on the base changes 
from 2 to 1. Another Mr. Raccoon 


and raise the colored 
paintings on either side- 


Medal is required to trigger the 
apparatus in the room, then a 
key item can be obtained. 


Finding Another Med 


Head for the East Concourse 
and use the Elephant Key to 
unlock the north door, Either 
break down the west door, or 
use the ladder at the top of the 
area to go through the Elephant 
Stage's tech booth, Go through 
the Connecting Passage to the 
Terrarium Dome. 


create a shortcut between 
the Office and fanor Office. 
Avoiding the raging elephant 
in the Office becomes easier 
| this way. 


’ 
Ashort distance south of the north door in the “Path in Front of 
Observation Deck" area, examine the bloody coat hanging on the 
signboard to read the "Message from Management". 
Obtaining this file enables the character to enter the passcode into the 
breaker system at the Inner Office to restore the power, 


“Message from management” 


Anyway, fest. yout 

the office co A the sain 

Dower i he The JON need to put 
0 the 

That activates the te Be sure to 

stare the enblens s@porately 


/ Chock the coat on the signboard to find an essential 
(document. The randomly determined passcode /s listed on 
the third page of the document 


Restoring Powe’ 4 


btaining the Lion Key, examine the mascot statue 


once again to see the number “5” displayed. Returr 
Enter the Observation Deck five more Mr, Raccoon Medals to the mascot statue 
room and search the side table to reactivate the floor panels. Step on the floor panels 
to obtain the Alligator Key. once a open the blue painting in the Inner Office, 


revealing an item. The number of medals required to raise 


Use this key to unlock the south 
oor in the Path in Front of 
Observation Deck” area, 


the red painting or blue painting varies depending on the 


mode: 


Mode __Red Painting _—_—_—Blue Painting 
E tn 


Avoid cluttering yaur 


character's inventory with ¥ 


Normal S coins 
the Hunting Rifle, which Hard 3 6 coins 
is located in this eaam, until Wery Hard 3 medals 9 modtats 


to the Front Gate 


area /s gained. 


Head back to the Inner Office ions Roam 
and examine the breaker 
control panel. Move the Left 
Analog Stick and press the @ 
button to enter the four letters 
and/or numbers of the passcode 
listed in the" Message from 


Management” file, This restores 


Return to the South Concourse area and use the Lion Key to unlock the 

southwest door.A female Zombie Lion feaps into the path of the Service 
Road area. Two or three Shotgun blasts should tame the beast. To avoid 

the undead animal and conserve ammo, quickly head for the culvert and 
climb down the ladder. 


The shutter GOD 
orth side of the Office 


power to all areas of the Zoo, | opens when power ts 


restored at the Zoo. 
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Using the second Mr. Raccoon Medal at the mascot statue causes two 
panels on the floor to light up. Push the statue onto one of the floor 
panels, then stand on the other lit square to raise the red painting, 
Collect the Lion Key. 


/ Attack Zombie Lions (rom the side Or tear, Maiblaining 2 s/c 


(distance to avoid their sudden twist-and-swipe attacks 


The doors to the Show Animals’ 
Boarding House area are locked 
from the inside, Even Alyssa’s 
lockpick tools don't work, Climb 
down the ladder to the right of 
the doors and wade through the 
Culvert to the boxes stacked 
against the wall. Climb the 


boxes and crawl through the find iterms underneath the 
ush the statue in the room, then stead op the other one duct into the warehouse, ' water's surface. 

to raise the red painting. In Network made, two player 

| haracters working together Can raise the painting quicker if 

| each character stands on a floor panel. 


(( Check near the gates at 

| each end of the culvert fo 

| 
| 


Do not examine the rear doors 
ansport truck that is 


The Red Lion Emblem 


Dispose of the female Zombie Linn inside the Show Animats' Boarding 
House to make navigation and survival in this tight area easier, Examine 
the south door to unlock it, thus creating a shortcut back to the Service 
Road area. Use the Bolt Cutter to cut the chain on the north double 
doors, then examine the door further to unlock It. If no one is carrying 
the Bolt Cutter, use the door on the upper platform when you're ready to 
proceed to the Stage area, 


Use the crate loehieibalop 
the cage and obtain a First 
Aid Spray. 


createa pron aa 
the Show Animals’ Boarding 
House and the Stage areas, 


Examine the control console 

on the upper platform to raise 
the crane, then examine the 

area underneath the crane to 
obtain the Lion Emblem 
(Red), This is one of two 
emblems needed to escape the 
Zoo. Occasionally, the crane may 
suddenly drop halfway when a 
player character moves to obtain 
the Emblem. This is more likely to 
occur if the crane is raised, and the player character goes to another area 
and returns before taking the Red Lion Emblem: 


One of the key items required 
to exit the park is loci 
under the pallet that is tied to 


the crane hook near the east 
wall of the Boarding House 


Examination of the darkened 
animal performance platform 

in the Stage area reveals that 
‘some kind of item is located in 
the hole of the set piece, but it 
is too dark to tell, Examine the 
control console up in the tech 
booth and turn on the lights. Then 
examine the hole in the stage 
to obtain Rifle Rounds and 
another item (the item received 
depends upon the difficulty 
fevel), Unfortunately, the sudden 
brightness attracts a female Zombie Lion, who leaps into the area 

and attacks. 


channel mixer cabinet in the 
sound booth of the Stage. This 
isan extremely important key 
item if you plan on fighting 
the Zombie Elephant at the 
Front Gate ares, 


‘acing Statues 


Al the Front Gate Plaza, 
insert the red Lion Emblem 
into the base of the lion 
Statue with red eyes, Another 
‘emblem is required to make 
the two lion statues face one 
another, opening the front 
Galewarrier and allowing 
everyone to escape the 
Zo0,To create a shortcut 
back to the Terrarium Dome, 
push aside the cart in the 


snuggly into the bases of the 
statues inthe center of the 
area. Properly inserting the 
pieces opens the northern 
shutter door. 


Southeast corner of the Plaza and craw! through the hole in the fence 
fo the “Path in Front of Observation Deck" area, Head northeast through 
the Lakeside Area to the Terrarium Dome, 


“Push the cart in the southeast comer away tam the hole, 
(then crawl into the next area, 


A sviowoown 


NETWORK 
AY MODE 


— 


Three Lighted But 


With the power restored, the 


information panels in the 


Terrariuek Dome ore wow optive Mode Lamp Timeout Mode Lamp Timeout 
Easy | Sin Ean 2 minutes 
Press the buttons on the three =: . seu 
Normal | Sina Normal minute 30 second: 
panels located in the area to 
ward | 2miautes Hard | T minute 
Open a secret panel on the 
Very Hard | 1 minute Very Hard | T minut 


Ground floor, revealing the 
Lion Emblem (Blue), 
Once pressed, each button 
remains lit for a set amount of 
time, depending on the game's 
difficulty level. Therefore, if you 
press all three buttons but the 


secret panel doesn't open, press 
the first button again. 


Additionally, a large mutant flower called a Rafflesia and a swarm of 
Flying Bugs block the tour guide panel on the ground floor near the 


southeast exit, Remove the Raffiesia obstacle by pushing the block oF 
4 The Parade BGM Tape 


is located in the Supply Room 
north of the upper portion of the 
Connecting Passage. Take this 
item and enter the contro! booth 
of the Elephant Stage area. If 
the Zombie Elephant isn't in 

the area, examine the small 
console on the right side of the 
saat ideal panel and play the Parade BGM 
Tape. If the Zombie Elephant 
isn’t engaged in combat with 
player characters In other areas, 


the overhead platform over the edge. The blook crushes the Rafflesia, 
but the Flying Bugs become dispersed throughout the dome. There is 
almost nowhere to go without being attacked and poisoned by a 
Flying Bug! 


UNDERBE 
lanters the Elephant Stage area. Once inside the large circular area, 
FLASNBADK imine the central console and close the gate to trap it inside, 
DESPERATE TIME 


Ht this point, head for the 
- ront Gate Plaza and use the 
0 OF THE Road ve fe a : : blue Lion Emblem to make the 
ion statues face each other 
ning the shutter, If the 
The best way to handle this situation is to push the block off the Zombie Elephant Is still trapped 
overhanging ledge onto the Rafflesia, Then quickly press the button on the Elephant Stage upon 
the console of the upper level and descend the nearby stairs, Climb over ering the Front Gate area 


the block and press the button on the panel underneath the ledge, Now en the boss will be the male 
run to the flowery area and press the final button before time elapses fombie Lion, also known as the 
on the other two button lights. Quickly collect the Lion Emblem and talker’ 

run for the east door, Use the Blue Herb, which is usually loca’ 


the 
Connecting Passage, to cure any poisoning effects. If you move fast 
enough to light all three buttons, you can cure your character before 
dropping a level in status. 


However, the trapped Zombie 
Elephant continuously rams the 
gate In an attempt to break free, 
The number of times the Zombie 
Elephant must ram the gate to 
destroy it is randomly set at the 
start of the scenario, In Normal 
mode, it may take anywhere 
from seven to twelve attempts 
before the gate crashes. In Very 
Hard mode, the Zombie Elephant 
can break free in as few as three 
attempts, so get moving! 


PRESENCE DETERMINES 


Elephant Stage gate by the 
Zombie Elephant is an item 
on the Event Checklist, this 
is something that must be 
allowed to occur to fill out 
the list 


ACTION 


pe Dubbing 4 


If the Zombie Elephant breaks 
free of the enclosed portion of 
the Elephant Stage, or if you 
wish to fight the Zombie Elephant 
as the boss, it helps if you dub a 
copy of the Parade BGM Tape in 
the control booth of the Elephant 
Stage. First, acquire the Parade 
BGM Tape from the Supply Room 
and the Blank Tape from the 
sound booth of the Stage area, 
With both tapes in possession, 


dubbing machine to create a 
duplicate Parade BGM Tape. 
This valuable tool is usefc 


against the Zombie Elephant 


boss fight. 


face the dubbing machine at the back of the Elephant Stage’s sound booth 
and use the Blank Tape, The benefit of having two copies of the Parade 
BGM Tape is explained in the Zombie Elephant boss strategy section. 


Preparing to Escape { INTRODUCTION | 
When alf other objectives have been completed, dub the Parade BGM Tape 


(if needed) and head for the Front Gate Plaza. Stop hy the Observation 


Deck and obtain the Hunting Rifle, and gather as many Rifle Rounds 


as possible from various areas throughout the Zoo. Insert the two Lion 


Emblems into the bases of the twin lion statues in the plaza to open the { MONSTERS } 


north shutter and proceed to the Front Gate, 


WEAPONS 
The boss encountered will be the Zombie Elephant, unless it has been {rare 
previously killed or trapped at the Elephant Stage. f this is the case, then f es | 


the Stalker becomes the opponent. The Stalker is much easier to defeat 
than the Zombie Elephant, but a good deal of ammunition is required. 
Plenty of recovery items are provided at the Front Gate area, but |t helps 
to bring along an additional Green Herb or First Aid Spray. 


The Hunting Ri 
boss fight at the en 


Jombie Elephant {litan) 


The Zombie Elephant 
attacks enemies in 

its line of sight by 
stampeding, lashing 

out with its trunk, or 
swinging its head in.an 
attempt to gore its prey 
with its tusks, When 
attacked from behind, 
the Zombie Elephant 
stomps its rear legs in an 
effort to trample people 
underfoot. Avoid these 
attacks while fighting this 
enemy in the Front Gate 


area, 


There are tape players 
On Carts at the far east 
ianetar west ends of the 
area, but the carts are 
loaded with explosives. 
Insert a copy of the 
Parade BGM Tape to play 
Oscar’s favorite theme, 
Playing the music draws 
the Zombie Elephant 
away from other player 
characters, even in the 
middle of attacks, and 
toward the cart, The 
Zombie Elephant attacks 
the cart, destroying it 
and creating a small 
explosion. The resulting 
Explosion damages the 
Monster and any nearby 
Player characters, 
Withawo copies of the 
Pataue BGM Tape, this 
Bovomcan be performed 
twice, While the Zombie 
Elephant certainly 


(Stalker) 


suffers some damage, 
the amount isn’t nearly 
enough to end the fight. 


Due to its massive size, 
the Zombie Elephant 
can’t enter thé boarding 
platform area in front of 
the streetcar, Therefore, 
this is an excellent 
location from which 

to attack. Shoot the 
Zombie Elephant with the 
Hunting Rifle, a Shotgun 
or any other firearm as 

it stampedes outside the 
boarding platform, Even 
melee weapons are an 


Male Zombie lion 


The male Zombie Lion attacks in ways that 
are similar to the female lions previously 
encountered in the Zoo, When the Stalker 
Targets a player character directly ahead, 
it performs a pouncing attack that cannot 
be interrupted even with powerful gunfire 
Avoid being directly infront of the 
creature and attack it fromthe sides with 
a powerful weapon. Avoid getting too close, 
as it may-spin around and quickly strike. 


Occasionally, the Stalker may leap atop 
the streetcar platform's cover to escape 
potential attacks, Use these breaks in the 
action to collect and use recovery items 
or additional ammunition in the area. When 
the creature leaps back to the ground, run 
to one side and resume attacking it until 
the battle ends, Head for either of the 
streetcar doors to complete the scenario, 


{ INTRODUCTION 


ME BASICS 
option when the beast draws near, However, avoid staying in one spot on the boarding platform, As seen previously Lonnse: |] 
in the Office, the Zombie Elephant can reach under the platform cover with its trunk and yank out player characters. {en TERS j 
This is an instant death attack, When the Zombie Elephant is finally toppled, approach the streetcar doors to end the pie 


scenario, iy 

VITALITY POINTS ‘Co 
RECOVERY 

{ TEMS 

{ KEY ITEMS j 


SCENARIOS] 


ELIMINATION & 
SHOWDOWN 
NETWORK 
PLAY MODE 


Ce a 2 


SPECIAL ITEMS 


{ COLLECTION } 


VITALITY POINTS 


ATTACK POWER 


CT EC 
a Sc 
a = 
Prete |r dw dwar 


“WILD THINGS” COMPLETE i i 
EVENT CHECKLIST Event Checklist Pointers 


eRe 


Heard Scream in Back Alley, Near Restaurant 


There is a1 in 8 chance that a female scream may be heard while 
hocttecs investigating the Back Alley, and the same chance of hearing the Zombie 
decker ia Elephant roar while exploring the street area “in front of Elephant 

" ry Restaurant.” However, if Jim is a player character, there is a 60% chance 
individuat ry of hearing either sound in these areas, 
Everyone F 
players the roe 0 Pushed Cart Away from Stairs 
[a Turned vo blue Fight in office, Players inthe room. | 30 A trolley cart blocks the stairs 
9 | Solved red palntiog puzzie. Phayers in the room. | 20 
10 | Solved bive painting puzzie. Players inthe room, | 30 tn theiEag} Concourse area, 
Fi | Entered electrical pesseote, é prrereny » preventing access to a file and 
12 | Closed Cendant Stage gate, = "inivideal 20 afew items. In Network mode, 
18 | Wappen Titan in Elephant Stage. Tver ry ‘two player characters can work 
Titan escaped in Elephant Stage, Everyone 0 together to push aside the trolley 
“78 | Nile Tran in zoe. gs Everyone ry cart blocking the stairs. However, 
16 | SolvedTerrarium Dene puzzle. = Taverne » in Single Play mode the only way to unblock the stairs is to use Mark's 
‘47 | Ralsud crane sf boarding douse. i) brute strength, Therefore, this is a Mark-only item in Single Play mode, 
[16 | Termes onspetign, [2 | 
18 | Used Lion emblem (Red) 20 Opened Hatch in Passage 
| 20, Used Lion emblem tive Invi 2 
2 | Tian appeared at bond gate, Romer ry Only David can open the wall 
2 | Stalker appeared g z Everyone 40 panel in the upper portion of the 
| 25. | kiea Titan a ron gate, ‘[Ererene 0 Connecting Passage area to obtain 
{ 76 } 2% | Hille Stalker. Everyone 0 anitem. 
| Pashes cart avay trom stairs, fren s|—s : 
26 | Opened batch in passage David Only 30 Comet News 
2 | Weare sereem ack ale. | ini 0 : 
Heard seream near restaurant, Inividwal 10 Have Alyssa search the open grdund area in the northeast portion of the 
item trom Patric. 1 inshvieat 0 i Front Gate area, during or after the final boss fight, to find this item. 
30 | Got tom trom Lioye Individual » 
‘Gheoked vat back ay, [aoa 2 Memo to Alyssa 
ut ean on boarding house, Individual “0 
TE ad pr erer rj Have Alyssa examine the 
ASHO 3 Used elephant bey. Individual n seattle ae oar tbe north 
= H | weed aigator vey aaa | ” shutter exit in the Office to find 
sesrean => [ 36 | Usted fon hey. | inviual 20 this item. 
' pee Ef made a vee 2 Herb Pie Recipe 
[ m0 OF TNE NAA ) 38 [ ovtaines a maps. Individval ry 
Ee : Cindy can learn the seoret of this 
40 | Obtained “Joseph's notebook.” Individual 1 
is gee 1 enticing entrée by inspecting 
~ | tnaivibeat the inside of the service counter 
a 9 aia i 0 inside Elephant Restaurant, 
44 | Obtained “Employee evaluation form" Ingivigvat 
[48 | Outuned Zoo amphed > ‘nail 
- — = Message from Management/Torn Memo 
4% | ovtained"Comet News,” ‘ntiviuat | 7 
+ 
1d Bcaralaomahide ncn VPaellnae t td In Hard and Very Hard modes, the essential "Message from Management" 
: ae - document is locate at the Front Gate Plaza, Examine the bloody coat 
ae “Tiana wean aaa i rr on the ground near the gate to find the file. Note that the document 


isn't available in Easy mode, Instead, examine the bloody jacket on the Inthe center of the painted circle in the Elephant Stage area, in both {or noucTiOn 
signpost at the" Path in Front of Observation Deck” area to read the modes, Refer the Zoo’s Item List to find other key items, 
“Torn Memo”, * 


GAME Bi 


In Hard and Very Hard mode, an 
additional HPC named Austin 


CHARACTERS 

> appears at the Observation Deck. ose) 
Hotes for Easy, Hard, and VaNIENAGPModes Speak with him and then speak to eR 
In Easy Mode, the Parade BGM is already loaded into the soundboard and the other NPCs at the Inner Office — 
dubbing machine in the control booth at the Elephant Stage, Therefore, and the Elephant Stage to receive eee { weapons 
there is no need to procure the Parade BGM Tape before attempting to additional items. Do not speak to 2 ———— 
ure the Zombie Elephant to the Elephant Stage to trap it. The Blank Tape either of these men before speaking & a 
can be dubbed to make a second Parade BGM Tape simply by examining toAustin, or no item is received! . 
the dubbing machine with the Blank Tape In the player's possession, { ey ens 


In Hard and Yery Hard mode, the 
upper fevel of the Terrarium Dome 
is broken by a gap, Jump across 
the gap to continue, Press the @ ELIMINATION & 
button at the edge to prepare to eee ! 
Jump, and press it again at the 
moment the character runs to the 
edge to jump the gap. 


In Easy Mode, the Lion Emblem (Blue) is already set; the player only 
needs fo find the Lion Emblem (Red). To obtain the Emblem, close the gate 
in the Elephant Stage area to make the corpse drop the Emblem. Then 
proceed toward the Front Gate area and the final showdown, The Show 
Animal's Boarding House and Service Road areas are inaccessible, 


In Hard Mode and Very Hard 
mode, the Office is looked so the 
Office Key must be obtained, 
The Elephant Stage area is no 
longer locked, so the Elephant Key 
isn't needed. The Office Key rests 


“WILD THINGS” CLEAR TIME RANKING—SINGLE PLAY 
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i ccs maa wan z| 
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“WILD THINGS” CLEAR TIME RANKING—NETWORK (DVD) 
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“WILD THINGS” CLEAR TIME RANKING—NETWORK (HDD) 


Raccoon 


ITEM LIST: 
VERY HARD 


Fist 
andgus se 
Mandgun Rounds 
Green Herd 

[Green Herb 

Mo ite 

Hemostat 


=e 
Toncrete 
First aid S 


First Aid Spray a Alcohol Bottle 
Concrete Piece ~— [stick z No Hem 
ding Knife 
b Brush = ~ [Scrub Brush 
__TFirst aid Spray —___TFirst Ald Spray 
ncrete Piece Piece 
|Wandgun Magazine 
andgun Rounds [Handgun Rounds si No Item 
Fist Aid Spray x2 Mo Hem [No item 
ndgun THandgn Ine! a (117 
Green Herd een Hert No tem “Wo item 
reen Hert [Green Herb No |tom 
ick. 
No I [Wo item [aandgun GL Magazine 
[Folding Knite Folding Knife Fong Kit 
First hid Spra [First Aid Spraj 


ron Pipe io Hem, 
Newspaper 1 


Newspaper 3 I 
Handgue Rounds [Handgue Rounds 
Lighter inst Aid Spra 


SUBWAY B1F 


"Jean's Memo 


PLATFORM 


= SS) eee || | 

[5 Taicohol Bettie Alcohol Battie aS (TT, 
{6 THemostay___ Fandgun Rounds Notte Na tem 
[7 Tilood infusion Pack [Blood infusion Pack [Na ttem Na tem 


So ierap ee 


reen Herb 
we Herb 
ron Pipe 


rst Ald Spea 
Nem 
jandgun Rounds 
[First Aid Spray jandgun Rounds 


Shotgun € No item 


Mem 
un Rounds 


lGreenHers 
fironPige 
[Green Hers 
1 
[Newspapers 
Ino (tem 
laity 


OBJECTIVES: 


SUBWAY 


sae 
8 


Obtain the Employee Area Key Unlock the door to the Employee Area i 
from the Subway Car, celther Concourse area. 


~~ WALKTHROUGH 


Starting Points 


In Network Mode, players 1 and 3 start at the West Entrance, while 
players 2 and 4 begin the scenario at the East Entrance. In Single Play 
mode, the starting location changes based on the difficulty level that was 
chosen, 


SINGLE PLAY MODE 
STARTING LOCATIONS 


a 


es a 
[me wot [rarer 
PS =a CS 


o Locked Doors 


The two entrances to the Employee Area are locked and require a 

staff key, Head through the concourse area as quickly as possible and 
descend the stairs to the Platform, Navigate to the southwest corner ot 
the Platform and enter the Subway Gar.The Employee Area Key 
rests on the seat near the conductor's cabin. Return with this item to 
elther concourse area and unlock the black door in the corner, 


JIM HAS IT EASY! 


{ INTRODUCTION | 
{ GAME BASICS | 


A Puzzling File 


Before proceeding to the 
Employee Area, investigate the 
overturned trash can next fo the 
ticket booth at the East Ticket 
Gate area to read the Small 
Notebook file. Within this 
file is a puzzle to decode to 
determine a four-digit solution. 
The puzzle and solution Is 
randomly determined in Network 
mode. In Single Play mode, the 
puzzle solution is always "2916". Either way, the solution is easier to 
determine while standing at the East Ticket Gate, where no enemies 
are around, 


HAR 


WEAPONS 


KEY ITEMS 


ELIMINATION & 
SHOWDOWN 


PLAY MODE 
The second page of the Small 
Notebook file contains a series 4 SPECIAL ITEMS | 


of alphabet strings. The third 
page contains the alphabet up 
to the letter X, arranged in three 
rows. Each line on the second 
page represents a number of the 
four-digit code, To determine the {3 1 } 
number, view the third page and 

draw an imaginary line between 


COLLECTION 


the ling are connected, a number 
should become evident. 


For example, the first line of 
the puzzle in Normal Mode is 
“4BITQR". Tun to the third 
page of Ihe file and trace a line 
from A to B, then from 8 to J, 
from J back to |, from | down 

to Q, and then from Q over to R. 
The number 2" has just heen 
traced between the letters, If 
there is an extra space break 
between two letters, do not 
trace a line between them. The 
following section contains all of 
the possible letter combinations and their solutions. Keep the correct 
solution in mind as you enter the Employee Area, 


Read the " ove 
the stalls and go through the 
aisle bearing a unique sign 


Small Notebook Puzzle Soltiti@iae’ 


ITEM LIST: 


NORMAL HARD VERY HARD 
Blood tnfusio Blood lntu: No Hem 
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Handgun Roun 
een Hert 


Employee Area 


dgun i 
rub 8 


Handgur 
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Nandgue Magazine 


Tea 
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Company Meno’ 
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Ts 7 
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u 
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[Magnom Revolver 


Valve Handle 
7 


esiicide Spray 
Model Train i 


First Aid Spray rst Ald Spray 


Scrub Br 
[ereen ere] 
[estiiée Seay] 


OBJECTIVES: 


< “ 
ead the Tor ithe Men's Eater pen the Use the B2F Key t9 unlock the Procure the Valve #4 
Contra} Roam Stat Restroom jecker inthe Break Room northwest door i tne Emgoge the Eimeryency Power Row 


a oe | er 


— —— —— 
sa the Valve Hanéte te drain tbe water Activate the power in the Emergency Salve the breaker puzzle inthe Obtain he Repair Tape frvm tke Use Tape fo fr the broken pipe in the 


{iting the 82F level Breaker Rove. Stocage Reon Pump Room 


os einai 


Collect he Founder's Emblem Triggers train crash. 
(Werner) from the dreeet 
BF Passage. 


- 
a. 
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Deteat Giga Bite and return tothe It time epics and the faway ar 
Suray Carin fm fo complete the _laavescalleet MMe Verttilation® the doar to (he Undergrad Emerpency 
seenatie Tower Key, Passage on level 62 


WALKTHROUGH 


Control Room Clues 


The Connector Manual 

is on the desk across from the 
entrance. This file must be read 
to complete the tasks ahead. 
Otherwise, when the time comes, 
the character scratches his or 
her head in confusion rather than 
utilize key items, 


The puzzle clues provided in the Small Notebook file help to determine a 

four-number combination that can be input into the lock of the drawer in 
the southeast corner of the Control Room. Reter to the puzzle solution in 
the previous section to determine the number, The drawer contains 

an item, 


the west 
weapon, 


console, 


—————————— CRAWLING THROUGH'DUCTSASJIM 

As noted previously, Jim benefits from some perks during this scenario as an employee of the transit system. Throughout the 

Employee Area, there are open ventilation ducts at floor level that no one but Jim can crawl through. Each time Jim crawls through 

a duct, ha emerges in another room. On a slight chance, Jim may emerge in a room that only he can access at Storage Room #2. 

{ 86 } However, when crawling through the vent duct in the Storage Room, Jim arrives in Storage Room #2 every Lime. The following tables 
show where Jim may end up each time he crawls through a duct. 


EASY MODE NORMAL MODE 


WILD THINGS 


[seraetooae___[tmineePaoncwtut cies) | Psat Yn Pne Met tC) | 
Men's Statt Restroam (75M), Storage Room #2 (25%) ‘Employee Passage: East Duct 


Employee Passage: West Duct (79%), Storage Room #2 ‘Women’s Staff Restroom Employee Passage: West Duct (87.5%), Storage Room 


Aefate Dump 730), Storage Room #2 28H) | wa Passage: West uct | Rate Dump (758) Storage Room 172 128%) 
Sesrbiis Sess Sona CG Shas Doan EO) 
[Pomp Roon_—_| Ps: Oot 1 Strano 2 5K) | Pm Ro | Basse Est ut 750, stan Boom 2129) | 


Entry Bit 

Storage Room #2 | Emplayee Passage: West Ouct (50%), | 
eo: Mon’s Statt Restroom (50%) | 
| Employee Passage: West Duct | Women’s Staff Restroom (37.5%), Men's Stat! | 


| Restroom (37.5%), Employee Passage: East Duet 
| (12.5%), Storage Room #2 (12.555) | 


Employee Passage: East Ouct | Men's Staff Restroum (37.5%), 

| Women’s Staff Restroom (37.5%), 

} Employes Passage: West Duct (12.6%), 

| | Storage Room #2 (12.5%) 

| Sterage oom ‘Storage Room #2 (100% 

‘Women’s Staff Restroom | Empleyee Passage: West Duct (37.5%), 
Employee Passage: East Duct (37.5%), 

‘Men's Staft Restroom (12.5%), 
Storaye Room #2 (12.5%) 


| Men's Staff Restroam Employee Passage: East Duct (37.5%), 

| Employee Passage: West Duct (37.5%), | 
‘Women’s Stat Restroom (12.5%), 
Storage Room #2 (12.5%) 

ae 


| B2F Passage: West Duet fuse Oump (37.5%), BF Passage: 
| | East Duet (37.5%), Pump Room (12.5%), 
| Storage Room #2 (12.5%) 


ump Boom (47), BDF Passage: South Dost 
{37-5%), Emergency Power Roots (12.5%), 
‘Storage Room #2 (12.5%) 

a 


| Emergency Power Room (37.9%), Pump Room = | 
| (37.5%), B2F Passage: West Duct (12.5%), 
| Storage Room #2 (12.5%) 


B2F Passage: West Duct (7.5%), Emergency Power 
| Rom (37,59), B2F Passage: East Quot (12.6%), 
Storage Roos #2 (125%) 


| 

1 

] 

j 
| BOF Passage: East Duct (37.5%), Refuse Dump | 
| (37.9%), B2F Passage; South Duct (12.5%), 5 
| 


BDF Passage: East Duet 


| B2F Passage: South Buct 


| torage Room #2 (12.5%) 


RF Passage: South Duct (37.5%), BPF Passage: 
| ‘West Duct (37.5%), Refuse Dummp (12.5%), 
‘Storage Room m2 (12.9%) 


The Break Room Locker 


Navigate through the Employee 
passage to the center of the 
corridor, and head south to the 
Men's Staff Restroom. Examine 
the boxes stacked in the corner 
lo read the Torn Memo, 
This valuable document contains 
an important password, When 
you're finished, proceed to the 
Break Room and examine the 
locker on the south wall. Input the four-letter password into the lock 
to open the locker and take the B2F Key. Use this key to unlock the 
door at the top of the northwestern portion of the Employee Passage. 


/ Jim can open his own focker 
in the Break Room to obtain 
a couple of wenpons: 


VERY HARD MODE 
“Entry Exit 
Storage Room #2 | Employee Passage: West Oust (37.5%), 


| 
| | Men's Staff Restroom (50%, 


| Storage Room #2 (12.5%) 


| Women’s Statf Restroom (25%), Men's Statt 
| Restroom (25%), Emplayee Passape: Enst Duct 
| | (32.5%), Storage Room #2 (12.5%) 


Employee Passage: West Duct 


Men's Stott Restroom (28%), Women's Statf 
Restroom (25%), Employee Passage: West Duct 
(37.5%), Storage Room #2 (12.5%) 


‘Storage Room #2 (25%), Employee Possave: 
‘West Duct (26%), 82F Patsape: West Buct (28%), 
Storage Room 26%) 


| Storage Room 


Women's Statt Rest Employee Passage: West Ouct (25%) 
Employee Passage: East Duct (26%), 
Mon's Staff Restroom (37.5%), 


Women's Staft Restroom (12.5%) 


| Men's Sat Restroom Employee Passage; East Duct (250 
Employer Passage: West Duct (25%), 
Women’s Staft Restroom (37,5%3, 


‘Men's Statt Restroom (12.5% 


| Retuse Dump (25%), B2F Passage: 
East Duct (28%), Pump Room (37.5%), 
| ‘Storage Room #2 (12.5%) 


ARE Passage: East Ouct | Pump Room (25%), B2F Passage: South uot (25%), 
Emergoncy Power Room (37.5%), Storage Room 
#2(23K) 


2F Passage: West Duct 


Emergency Power Room (28%), Pump Room (25%), 
B2F Passage; West Duct (37.5%), Storage Room 
| #2012.5%) 


| f2F Passage: Wes! Duct (25%), Emergency Power 
| ‘oom (25%), B2F Passage: Eas! Duct (97.5%), 
| : Retuse Bump (12.6%) 


{2 Passane: South Duet 


eters Dumy 


Pomp Room 


82F Passage: South Duct (37.5%), Pump Room 
| (125%) 


QF Passage: South Duct (25%), RF Passage 


West Ouct (25%), Refuse Dump (37.5%), 
Emergency Power Room (12.5%) 


Emergency Power Room 


‘B2F Passage: East Duct (25%), Refuse Dump (25%), 


{ intRooucrion 


| GAME BASICS 


| MONSTERS 


q WEAPONS 


(recovery 
ITEMS 


q Key ITEMS 


Kc 


7 ELIMINATION 6 
A SHOWDOWN 


PNETWORK 
A PLay mone 


q SPECIAL ITEMS 


q COLLECTION 


a David, the plumber, can fix the 

: 
hole in the pipe immediately 

using all of his Vinyl Tape. 
However, if he has fewer than 
nine pieces, he can't fix it, All 
other characters must return to 
the B1F level and take the steps 
necessary to procure the Repair 
Tape, as detailed in the following 
section, 


Head fo the south end of the 

B2F Passage and enter the 
Emergency Power Room, Search 
inside the fenced area and take 
the Valve Handle. Return to 
the B2F Passage and descend the 
stairs into the flooded portion. 
Wade to the Pump Room and 
ascend to the platform. Insert 
the Valve Handle into the socket 
‘on the pump machinery to drain 
the water filling the B2F level. 


g Repair Tape 


After draining the floodwaters 
from the B2F Passage, return to 
the Emergency Power Room and 
throw the switch on the breaker. 
By draining the water, the threat 
of electrocution caused by the 


In spite of the open breaker box breaker is eliminated, 


With the power restored, the power control console in the Breaker 
Room on B1F becomes active, Examine the panel and solve the puzzle to 
aocomplish two objectives: 


ME Unlocking the Room door. Procure the Repair 
Tape from the Room. 
ME Restoring power fo the tracks in the Platform area. This 


‘enables the second subway train to arrive. 

Examine the pipes just below The Storage Room where the 

the stairs in the Pump Room to Repair Tape is located has some 

find the source of the flood. It’s other Intriguing features worth 

impossible to channel water mentioning. For example, two 

through the pipes while the player characters working 

hole remains unfixed. Although together can push the crate at 

it's impractical to guess in the back of the room. In Single 

advance, failure to fix the hole Play mode, Mark can push the 

in the pipe proves detrimental crate by himself, When the crate 

Jater.As the newly revealed comes to a halt, climb on top of 

Maintenance Form file it and search the shelves on the 
on the door near the floor reveals, water must flow through the pipes to right to find an Assault Rifle. Additionally, in most difficulty modes, 
power the emergency sprinkler system on the subway Platform. Since Jim can craw! through the duct in this room to reach Storage Room #2 
upcoming events may require that the sprinklers function properly, the with 100% certainty, 


pipes must be fixed, 


Breaker Room Power ConduitiSeidtions 


To solve the power conduit 
panel puzzle, rearrange the i 
circuits so that all conduits 

reach a total voltage of 10, Start : 
by adjusting the power supply of 

the open conduit, For Instance, 
if the open conduit reads ’+8" 
on the bottom circuit, then 
select the top circuit that reads 
“+2", Continue reconnecting 
the power circuits until the power of all connectors equals 10, 
following diagrams to determine how to solve the puzzle, depending on 
the selected difficulty level and the initial power configuration. 


Normal 


Hard 


cane sai 
T cuscren | 


ao | 


. 


SCENARIOS} 


After draining the water from the 


B2F Passage, the Founder's OWN 
Emblem (Werner) appears a vcr work 
in the corridor just outside the : PLAY MODE 


Pump Room, Procure this item 
only after taking whatever steps 
are necessary to reconnect the 
water supply to the sprinkler 
system in the Pump Room. 


Return to the Platform area after solving the Breaker Room panel puzzle 
‘and approach the Subway Car.An enlarged Mega Bite monster appears 
and attacks, Additional Mega Bites now replace the enemies in all areas 
of the subway station, 


Approximately one minute after the Mega Bites appear, a subway train 
begins to head for the Platform area. After the subway crashes into 
the western portion of the Platform, fire emanates from the site and 
‘Smoke fills the area, This rush of smoke will make any characters in the 
Platform area suffer from smoke inhalation, However, if the sprinkler 
system has been repaired, then the emergency sprinklers douse the 
flames and prevent the smoke from harming anyone. 


draining smoke. 


t yet done so, take the steps necessary to repair the 
prinkler system to douse the flames. After doing so, investigate the area 


read the Connector Manual file in the Control Room and obtained 
both Founder's Emblems, examine the gate-like structure between 


biga Bile 


When fighting this hoss, player-characters 
must deal with enlarged Mega Bites 
that emerge two at a time from behind 
their master, Lead the smaller creatures 
away from the boss for easier disposal, 
then return to the main task at hand. 
Occasionally, four Mega Bites may come 
rolling down the tunnel in an attempt 

fo cause damage, To avoid thisattack 
move to the side of the area or position 
the player character behind one of the 
columns. Use the Hemostat x3 
located in this afea to cure Bleeding 
inflicted by enlarged Mega Bites, 


e Crash site to obtain the Founder's Emblem (Oral), 


Race to One End or Anot 


Giga Bite remains stationary throughout 
most of the battle, making it an easy 
target, Occasionally, it may craw! forward 
a few steps and attack with its forward 
legs. However this attack can be avoided, 
Use Magnums and Shotgun blasts to defeat 
it as soon as possible, so that fewer Mega 
Bites appear, 


Following the Giga Bite’s death, an announcement blares over the 


intercom. Quickly return to the Piatform area and board the Subway Car 


to complete the scenario. 


WILD THING! 


ubway cars. Insert the Emblems into the holes to separate 


the Subway Car from the wreckage. Next, board the Subway Car and 


Bite bo! 


Mode EASY NORMAL HARD VERY HARD 


Sing 2000-2000 3800-3800 4500~4500 5200-5200 


Network 1000 ~300 4200~4200 00~5000 W0~5900 


tack Name NORMAL HARD VERY HARD 
Direct Attack a~100 100~120 50~180 0 
Advancing Seratch ~2 0~390 40-510 600-670 


‘Any characters who are outside the Subway Car when time expires 
(roughly one minute) are left behind to find another exit. Search the train 
tracks where the Subway Car previously stood to find the Ventilation 
Tower Key. New items are also available in the East Tunnel area where 
the boss fight took place. Head fo the Emergency Power Room on level B2F 
and use the Ventilation Tower Key to unlock the east door. Proceed through 
the Underground Emergency Passage to the Ventilation Tower 
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LOMO] UOTE, UaA 
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WALKTHROUGH 


The Blood Infusion 
Pack in the middle of the floor 
on the lowest level of the tower 
may prove useful ina moment, 
$0 g0 ahead and carry It, Of the 
two ladders on the lowest level, 
climb up the longer ladder on the 
south side of the area, Press the 
glowing orange switch on the 
wall near the lift to make the lift 
descend to the second level, 


to-ctimb, 


Return to the bottom level of the 
tower, and this time climb the 
‘smaller ladder near the entrance, 
Climb up the next ladder, then 
climb back down from the fourth 
level to the second level, Cross 
the lift and collect the Model 
Train Wheel, Return to the 


on the third fevel to create fourth level and continue climbing 
a shortcut tothe platform to the top. 

where the lifl power switch 

is located. 


The top level houses the worst 
Mega Bite infestation seen yet. 
Insert the Model Train Wheel 
into the wall fresco, featuring 
the two founder's faces, to 
lower the emergency escape 
ladder, If the Mega Bites prove 
foo difficull during this task, run 
out to the middle of the area 
and place a Blood Infusion Pack. 
Upon doing so, climb the ladder 
and flee before the enlarged 
Mega Bites can knock the player 
character off the rungs, 


trying to climb out of the 
Ventilation Tower. 


“UNDERBELLY” COMPLETE 
EVENT CHECKLIST 


Entered passeede int locker. 
Stopped leak in lower level, 
Solved switchboard puzzie, 
Saw "Enter Mega Bite" scene, 


Individual 
[iia 
Everyone 
Individual 


INTRODUCTION | 


6 | Fixed pipe with vinyl tape, Davie only 
7 | Asad Feander’s emblem (Werner), Individual 
B | Used Founder's emblem (Oral). Individual 
4 | Attacked by Giga ite, Individaat 
10 | Used model train wheel. Individual 


NPG was pulled into ceiling. 


( IMINATION & 
HOWDOWN 


Used B2F key. 
| Used ventilation tower key. 
Obtained map. 


Individual 


Obtained “Ricky's notebook.” 
‘Obtained Sean's Meme.” — 
Obtained “Connector manual,” 


Jim ony 
Individon’ 
Individual 


Individual 


26 | Obtained "Oaity Raccoon.” 
2_| Obtained "Wendertut Lite,” 
28 | Obtained "Small netebook.” 
s 
0 


Obtained “Maintenance form.” 
Obtained “Company memo.” 


Individual 10 


Pra 


Event Checklist Pointers 


Read All the Graphitti with Lighter 


By using a Lighter to read the messages written in dark places in four 
different locations throughout the subway station, the player can gain 

an extra item from the Break Room. When first attempting to read the 
message, the character indicates “Something's written here. It's too dark 
fo read.” When the Lighter is used at these locations, the character finds 
aclue, Use the Lighter in the following locations in the exact order listed 
to find an item, In most modes, the item is a Newspaper + Bottle 
prep, Combine this with a Lighter 1o make a Molotov Cocktail 


PLAY MODE =f 
a 


GRAPHITTI LOCATIONS 


Upon entering the Women’s Staff Restroom in the Employee Area, the 


player may hear a Woman screaming, Quickly proceed {urther into the 


room to 5 


man being pulled into the ceiling. Random chance 
determines whether or not this occurs. Jim's presence seems to raise the 


chance of occurrence, 


Hin: 


Obtained “Ricky's Notebook 


} maa Playing as Jim, examine the corpse si 


Restroom (East) to find this extra file warning of the impending Mega 
Bite threat, Only Jim can find this file and add the item to the Event 
Checklist 


ed on the toilet in the Men's 


Ther#s a note-In his pocket. 
Wil you read it now? yes 


Tho column in the southwest earner o The ast ded in the Break Roomy the 


Obtaine 


In Hard and Very Hard modes, Jean's corpse appears at the East Ticket 
Gate, Search the body to find Jean's Memo, a message directed to 
e East Office of the 


Kevin. The code "0325" opens Jean's desk drawer int 


R.RD, in the scenario, “Desperate Times 


There’s a torn memo her! 
Will you read it now? YES) NO 


’ 


Obtained “Wonderful Life 


The Newspapers are extremely tricky to find, Newspaper 3 does not 
appear in the East Tunnel until after the Giga Bite boss fight. The item 
appears on the ground between the two center posts, Possessing this 


item causes the “Wonderful Life” file to appear in the file menu, 


You obtained the 


INTRODUCTION 


Notes for Easy, Hard, and VeryHard’Modes 


In Hard and Very Hard modes, the Employee Area Key does not exist. 

Jim does not start the scenario with |t either. The only way to enter the 
Employee Area is to break through the door or use Alyssa’s picking tools. 
in Hard and Very Hard modes, the "Torn Memo" file appears in the East 
Tunnel on B3F This file must be read before the locker in the Break Room 


GAME BASICS 


CTER: 


MONSTER 


can be opened, 


ELIMINATION & 
SHOWDOWN 


‘NETWORK 
PLAY MODE 


“UNDERBELLY” CLEAR TIME RANKING—SINGLE 


Made EASY | NORMAL 


SPECIAL ITEMS 


POLLECTION 


Ending | Subway END Tower END Subway END Tower END Subway ENO Tower END Subway END or END 
00,0000 00:00:00 0:00:00 (000-00 00.9000 on 0-80- 00:08:00- 14:00:00 

4 | 09:15:00 00:25:00 015.00 0:25:00 01:20:00 00:30:00 00:45:00 01:00:00 

5 190-20:00 (0:30:00 90:20:00 00:30:00 0.75.80 (06,3510 00.50:00 ‘12-00 ‘ 

C 00:30:00 00:40:00 00:30:00 (0:40:00- (00:36:00 00:45:00 00:55:00. 01:04:00 i) 

ff 06:40.00 0-60:00 o0;4000 00:50:00 00:45:00. 00:55:00. 01:00:00 01:06-00. 

t 00,5000 7:00:00 0:50:00 01:00:00 01:00:00 | 01:05:00 01:05:00 01:10:00: 


“UNDERBELLY” CLEAR TIME RANKING—NETWORK ( 


Mode —_| EASY | [ Nonmac | [uno very HARD | 

Ending Subway END Tower END ‘Subway END Tower END Subway END Tower END Subway END Tower END 
ia teoe 90 00.0000 a6 a0 wane 6.0000 0000 e000 

A 0:14:00 00:19:00 0: 14:00- 00:20:00 00:15:00- 00:45:00- 00:50:00: 

& ‘06:18:-00- 23:6 0: 18:00- 00:25:00- 0:20-00- 00:50;00- 06:55.00 

¢ 00:25:00- 00:30:00~ 00:25:00- (00:30:00- 00:35:00- 00;55:00- 01:00;00- 

o 0040.00 (00:45;00- 00: 40:00- ‘4i00- ‘e45:00— O1:00;00~ 1:06.00. 

Ee 00:50:00- 01:00:00- 00:50:00: 01;00:00~ 01:00:00- | 01:05:00: 01:10:00. 


“UNDERBELLY” CLEAR TIME RANKING—NETWORK (HDD) 
mode _| EASY | NORMAL | waRo [vere nara | 


Ending Subway END Tower END Subway END Tower END Subway END Tower END Subway ENO Tower END 
$ 0:00.06. 90:00:00: 00:08:06 00;00:00~ 0:00:00. 00:00-00- 00:00:08 0:00:08. 
00:12:30. 00:17:00 00:12:30 0:18:00 013:30~ 00:25:00 00:43:00 00-48:00- 

00:18:30. 0:21.00 90:18:30 0:23:00 18:30. 00:28:06 48:00: 90:53:00. 

00:23:30- 00:28:00: 00:23:30 00:28:00 04:33:30. 00:43:00 00:53:00. 0:58:00 

fy 00:38:30 06:43:00: 00:38:30. 00:43:00 043,20: 500 00-5800 1:03:00. 
07:00:00: 01:00:00. 01:05:00 01:05:00. 01:10:00 


00-50:00 01:00:00 00:50:00 


FOREST 1 


Cross the Suspension Bridge, 


Follow Ai through the Mountain Path 


ead 


Search the Hospital Back Gate area and 
‘enter the hospital, 


MOUNTAIN PATH, EASY 
AND NORMAL MODE 


MOUNTAIN PATH, 
HARD MODE 


3 
2 
i 
5 
i 


ito Forest 1 


M 0 U NTA I N PATH ’ "Glowing tree trunks disappear after 
VERY HARD MODE Suspension Bridya als 


ITEM LIST: 


Callout No, EASY NORMAL VERY HARD. 


Green Herb r Green Herb 
Green Herb ui Green Ho 
No item 
Green Herb Green Herb 

Herts Green Kerk 

Wert Blue Her 

tl No item 
Nandgun $6 


Groen Herb 
f % 


ITEM LIST: 


SUSPENSION BRIDGE: 


HOSPITAL BACK GATE 


remust; Hospital Back Gate 


NORMAL VERY HARD 


WALKTHROUGH lyase Appearances = 

solated Cabin It Alyssa Is not @ player character or AIPC, then she appears Inside the ‘AME BAS) 

Cabin and ater follows Al into the woods, She then appears at the end of 
Move toward the Cabin door until forest dweller—and all-around creepy the path in the southeast corner of the Mountain Path area. Speak with HARACTER 
Quy—Al enters and says a few words, Exit the Cabin and procure one her to obtain her Stun Gun, In Hard and Very Hard modes, Alyssa 
of the weapons in the area just outside. Next, follow Al through the appears as a zombie and attacks. MONS 
Mountain Path area, 
WEAPONS 


a 


IMINATION & 
HOWOOWN 


There's o torn paper here. 


Will you réad. it gow? YES - Suspension Bri ige PEDIAL ITEM! 


é oa nextt we ert Some time following Al's first appearance in the scenario, the S 
ihe “Mountain Safety Report” fil 


spension oN 


Bridge collapses, preventing navigation between the Forest area and the 


Hospital Area. All player characters having not yet ¢ 


ed the bridge 


must complete the scenario by heading acr 


85 the Big Suspension Bridge. 


Optionally, cut off players can complete the steps in reuniting the mother 101 


Mountain Path Guide 


in Easy and Normal Modes, Al leads the player character(s) through the 
maze-like Mountain Path area to the Suspension Bridge, If the player 


and daughter. Details on this alternate ending 1o"Flashback” are covered 


in the “Family Reunion Sub-Scenario" section that follows. 


character stops to fight enemies or travels an alternate route to find 
items, Al stops and waits until the player resumes following. In Hard and 
Very Hard modes, the player character must navigate this area blindly 
without the help of an in-game map, Use the maps provided in this guide 
to navigate in harder modes, 


SUSPENSION BRIDGE COLLAPSE TRIGGER 


After Any Plant in Hospital Withe 


ITEM LIST: 


Callout No, s NORMAL VERY HARD 
1 b Herb 


HOSPITAL 3F 


ITEM LIST: 


Callout No, | EASY NORMAL HARD 
1 Green Werd Green Herb iron Pipe 


oncrete Plece Concrete Piece rete Piece 


No (tem No Item Lighter 
Blue herd Blue Herd No tie 


HOSPITAL ROOFTOP 


NORMAL HARD 
Green Herb Green Herd 
ron Fp 

i Ald Spray 


HOSPITAL 5F 


VERY HARD 
No Vem 

Concrete Piece 
No Hem 
[No tem 


VERY HARD 
First Ald Spray 
No item 


No tten 
Bive Herb 


Doctor 


cont 


Report 


Sealed Letter” 


ITEM LIST: 


Blue Herd 
Yellow Chemical Botti 


CT mpty Chemical Botti 
hetgun Rounds 
notyun shotgun E 
rub Brus 


Handgun 


Recovery Medicine 


Ee TSR! 
[24 [Recovery Medicine Ba 
R 


2 {iandgun Rounds TW 

j__26 [Concrete Piece [Concrete Piece [Concrete Piece Stick 

{27 TFirst hid'Spray First Aid Spray Blue Merb TConcrate Piece 
ja Tcrutcn_ Tcrutch  YCencrete Piece Broken Cruteh | 
RR (a (7) 6 (TD, 
{__30___iiandgun___"“Wellew Chemical Botti [Handguns [Handguns 
| 31 Tir ai Spray Tirta Spray Pst ae Spray TW em 
a SS 7 S ( S ( 
}__4_Tsyringe Solvent) ____Jiotem _______‘t Long Pole a 


ITEM LIST: 


Callout No, | EASY NORMAL HARD VERY HARD 


First Ale Spray First Alé Spray Green Herb an Wer 
No item Green Wi 
[ive Herb Blue Herb ; Handgun 
Green Herd Green He brven Ne 
Pesticide Spray Pesticite Spray Pesticige Spray 
Crutch Crutch Cruteh 
Shotgun Shotgun Handgun Magazine G Magazine 
Antidote Antidote Butcher K 
Handgun Handgun Handgun Rounds Syringe (Solvent 
Red He Ne No Hem No Hem 
Green Herb Green Hert (Green Herb Butcher Knife 
Syringe (S olvent Wemostat yringe (Solven 
First Aid Spray Red Herb Recovery Medicine Bi 
avery Medicine Syringe D Syringe (Solver No Ne 
Syringe (Solvent) Syringe (Solvent No Tem 
handgun Round Handgun Rounds a Antidat 
Recovery Medicine Base x2 [Recovery Medicine Base x2 [Syringe (Solvent) Recovery Medicine Base 
First Aid Spray First Alé Spray First Ald Spr y chemical Bottle 
Goncrete Piece (Concrate Piece yemicaT Botte y Chemical Botte 
Concrete Concrete Plece Concrete Piece 
ron Pipe iran Pipe iron Pipe 
First aie Spray fir i No Tem 
Graten ruth (Grateh Cri 
joncrete Plece Concrete Plece Concrete Pu 
Empty Chemical Battle Empty Chemical Bott Recovery Medicine Gave 
inistrator’s Office Rey Administrator's Office Rey antigah 
Yellow Chemical Bottle [Yellow Chemical Bottie Yellow Chemical Gotile 
First Aid Spr hid Spr am al Battle (Solv 
Green Nerd Green Herb Handgun Rounds 
Red Hern fed Herb Tron ip 
Empty Chemical Battie Empty Cherneal Bottle Stick 
Green Werb [Green Wi Red Herb 
eon Hert [ive ecb Green Herb 


\ 


ebook 


HOSPITAL 1F 


ITEM LIST: 


Map No. EASY NORMAL VERY HARD 


Lighter Concrete Piece i i Concrete Piece 
i io fer No tem 
Green Nerd [Red Herb 
Recovery Medicine Ba ty Medicine Base 
uxiliary Building Key r i Administrator's Office Key 
inge Empty i cine Recovery Medicine Bs 
Empty Chemical Botte Handgun Rounds Yellow Chemical Bett 
No Hem Handgun 
Yellow Chemical Botive No tem 
tmety oe +; 
No Hem No Hem Flame Rounds 
Emgly Chemical B No em io 
Biue Herd Lighter ‘Lighter Concrete Piece 


strator's Diary 2 


Pharmacist 


HOSPITAL B1F 


 WALKTHROUG 


OBJECTIVES: Hospital 


Obtain Syringe (Solvent) from —_Doscend to the Auxiliary Bullding BIF Refill the Syringe in the Pharmacy ané Use the Auxiliary Bullding Key to unlock — Climb to ry Building foo’ | 
the Examination Room, Hall and inject the Syringe into the obtain the Auxiliary Building the nerth door in the Auxiliary Building 0 into th . 

plant blacking the corridor. Key. TF Mall, Poccay 
Descent ts the Maintenance Aeeess Collect Ide Administrator’ Use the Administrator's Key Yeunlock Press the wal btfon 1o move the Drop through the hole inthe Main \ 
Roule and drop through the newly Office Key from the Storage Boom the door in the Administrator's Office. ‘bookcase and reveal a hidden passage. Boilding Rooftop te access Room 202 — 
reated bole in the floor to 2. { 


Use the Syringe on the plant inside Head to the Intensive Care Unit on B1F Return to the Storage Room and exeape 
Room 203, and defeat the Hage Plant Letore the tov Tmt expires. / 


me Axe Man can withstand an exceptional amount of 


Proceed into the Main Building 1F Hall and head toward Sees) ways batter to escape rather than stai 

and fight. Even if the Axe Man is defeated and driven off 
the east door, Momentarily, the irrepressible Axe Man Be eet Mee Axe Man | : 

he reappears and resumes his relentless pursuit after 
breaks through the east door, With some courage and i = 

only a few moments. If the corridor in which he appears 
Smooth movement, it's possible to run past him and escape narrow enough that he cannot be outmaneuve: attack 


through the east door before the Axe Man can attack. him to try and make him stagger backward, then atte 


to run past him, 


the passage isn'textremely narrow. 
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The Syringe Solution 


Smash the large crate at the 
north end of the Reception 
Office to obtain a weapon or 
item and read the “Kurt's 
Notebook’ file hidden in 

the debris. Open the drawers to 
obtain weapons, ammo, and other 
items, Search the south table 
behind the plant roots growing 
through the floor to find the 
Map of the hospital, then head 
through the southwest door into 
the Examination Room, 


/f possible, take two” 
full Syringes for easier 
completion of the scenario. 


Dispatch the enemy inside the 
Examination Room, then break 
through the hoards covering 
the north room. Collect the 
Syringe (Solvent) on the 
desk and another Syringe in 
the drawer of the bedside table 
in the sealed off area, Although 
a third Syringe is available In 
Normal mode, it is possible to 
Complete the scenario with only 
two needles. 


Removing Plant Obstacles 


Return to the Main Building 1F 
Hall and go through the west 
door into the Auxiliary Building, 
Head north in the Auxiliary 
Building 1F Hall and go around 


fcr : we the corner to find stairs leading 
down. Descend to the B1F level 


and examine the plant blocking 
the corridor. Use the Syringe 
(Solvent) on the plant to clear 
the corridor, Be careful when 
continuing down the hallway, 


however, because an ivy tentacle growing from the corner may snag a 
player character's ankle. Unfortunately, the best way around this is to 
order teammates to“go", so that you can run past while that person 
deals with removing his or her ankle from the vine, 


Unlimited Solution 


Check the floor in the north 
portion of the Pharmacy to find 
the Auxiliary Building 
Key, Examine the solution 
dispenser in the south part of 
the room and use a Syringe 
(Empty) at the device to refill 

it with solvent, Now the needle 
can be reused to destroy another 
plant elsewhere in the building. 


Positio ther side of 
‘the ladder leading up to 5F are 
Jarge plant blossoms called 
“Evil Shades”. On occasion, 
these plants release a large 
Cloud of pas that inflicts a small 
amount of damage and Poisoning 
on a character. In other 
Circumstances, the Evil Shades 
can be bypassed by walting for 
the clouds they emit to dissipate, 
‘then running through, But since 
‘these flowers grow beneath the ladder, 


Green Zombies: 
kill them? 


Return to the Auxiliary Building 
TF Hall and use the Auxiliary 
Building Key to unlock the north 
door. Quickly evade the Green 
Zombie and head upstairs. Climb 
the vines leading up through the 
hole in the ceiling to level 3F, 


it is wiser to destroy them before 
attempting to climb up. The most efficient method of destroying them is 
by throwing a single Chemical Bottle (Solvent) at each one. 


Axe Man Returns 


Upon reaching the gutted SF 
evel, the Axe Man climbs into 
the area, Quickly dash through 
the room without worrying 
about the items, go through the 
hole In the wall fo the outer 
ledge, and follow the ledge 

to the southwest side of the 
building. Climb up the vines 

to the Rooftop, With smooth 
movements and a constant 
running speed, outmaneuvering 


Fun to the north side of thie 
building and head onto the 
ledge along the outside the 
building before Axe Man 
gets his bearings. 


the Axe Man without firing a single shot should be no problem. 


Second Injection : 


Climb up to the Auxiliary Building Rooftop, Track the flying Wasps on the 
rooftop with an equipped firearm by holding the R1 and L1 buttons, then 
shoot to Kill. Next, examine the central part of the massive plant bulb 
growing on the rooftop, and use a Syringe (Solvent) to destroy it and 
create a new hole in the Maintenance Access Route area, 


er character equipped with a firearm will track the 


airborne Wasps when the R1 and Lt buttons are held down. 
When the Wasp pauses in a hovering position, fire 


Climb down to level 3F and drop into the newly created hole in the floor 
Head to the south end of the Auxiiiary Building 2F Hall and drop through 
the hole in the floor to reach the Storage Room, Examine the south door 


in the Storage Room to trigger a scene in which vines wrap tightly 


around the doorknob, sealing it shut, Collect the Administrator's 


Office Key on the floor and exit. 


the Storage Roorn fo trigger | 
ascene thal counts on the 
Event Checklist | 


While navigating back 
through the 16 level, retuin 
the Pharmacy downstairs 


quire another Syringe 
of Solvent to use against th 


Head to the north end of the Auxiliary Building 1F Hall, unlock the 
door, and head back through the other side of the corridor to the Mair 
Building 1F Hall, Ascend the stairs at the north end of the corridor and 


enter the Administrator's Office, 


G, LAUNCHER-FLAME ROUNDS 


SH t 
Switeh the items? 


In Normal mode, there ita Grenade Launcher—Fiame 
Rounds on the table across from the Administrator 
Office entrance. Conserve usage of this weapon for b 


ME BASI 


MINATION & 


SHOWDOWN 


Use the Administrator's Office 
Key to unlock the south door 

and proceed into the destroyed 
office. Press the switch on the 


wall next to the hookease behind 


the desk to reveal a hidden 


| 
jiuge Pra i 


Tossa Chemical Bottle 
(Solvent) at thetvy 
foot-snagging tentaeles 
growing from the 
corners of the room 
and from either side of 
the large wound in the 
Huge Plant's center. 
While other attacks 
cause the ivy to retract 
momentarily, using the 
Solvent eradicates them 
permanently! 


Path to the Final Plan’ 


wa 


Defeat the Wasps in the Auxiliary 
Building 3F room and proceed 
out to the Main Building Rooftop, 
Avoid the poisonous clouds 
emitted by the Evil Shades, and 
drop through the hole in the 
northeast! corner of the roof 


Target and Shoot the 
Dralner vines hanging 
from the ceiling to 
prevent them from 
grabbing player 
characters and lifting 
them to the ceiling, 
When working in 

concert with AIPCs or 
other player characters, 
# is important for one 
Parson to use his or her 
Weapon to attack the 
Drainets ang prevent 
them tropiifting 
Charactersoff the ground. 
1a Drainerattacks your 
Charagter and lifts him or 
her up, then rapidly rotate 
The Lett Analog Stick to 
break free 


Exit Room 202, cross the hallway, 


and enter Room 203, Inject the 


Syringe into the pulsating plant 


core in the center of the room. 
With the final anchor plant 


destroyed, the boss plant in the 


basement is now vulnerable to 


attack. 


€2 


After eradicating the 
ivy vines growing from 
the base of the Huge 
Plant's wound, approach 
the wound and toss a 
Chemical Bottle (Solvent) 
into it. It is. unlikely that 
enough of these objects 
can he made during the 
course of the scenario to 
destroy the Huge Plant, 
unless Infinity Mode 

is enabled, Once the 
Chemical Bottle (Solvent) 
runs out, finish the 
monster by shooting it 


Navigate back down to level 1F, 
return to the Auxiliary Building, 


and descend to the basement.The 
Axe Man should be in pursuit the 
entire way, so keep moving, Return 
to the Pharmacy (if possible), 

fill more Chemical Bottles full of 
Solvent, and procure plenty of 
Flame Rounds for the Grenade 


Launcher before facing the boss 


with Flame Rounds fired from a Grenade Launcher. By weakening the foe with Chemical 
Bottle (Solvent) first, more Flame Rounds can be reserved for defeating the Axe Man 


later on, 


VITALITY POINTS 


wer 


When the Huge Plant is 
defeated, the structure of 

vines that was holding the 
hospital together collapses. The 
“CAUTION” message flashing in 
the upper-right corner of the 
sereen indicates that only three 
minutes remain, Before the time 
expires, all player characters 
must navigate to the Storage 
Room on 1F and exit, When the 
three minutes is about to end, the 
“WARNING” message flashes on- 
screen for approximately 10 seconds.All AIPCs and player characters who 
are still inside the building when the structure collapses will die, 


Search near the corner from 
which the ivy tentacle once 
emanated. 


Note that the Huge Plant 


Since this counterattack 
comes immediately 


there is little chance of 
avoiding it, Luckily, it 
doesn't cause a lot of 
damage. 


The Axe Man appears in the Auxiliary Building 1F Hall. Now that the 
debris separating the corridor is removed, avoiding the Axe Man and 
escaping to the Storage Room is relatively easy. However, defeating the 
Axe Man changes the ending of the game. 


hoot the Axe! 

short demo 

he wanders away inj i 
This indicates that he ts 
defeated, 


experientea ding, or 
try to defeat Axe Man first 
before leaving to experience 
a different ending. 


retaliates against almost 
every attack by dropping 
concrete from the ceiling. 


after each player attack, 


WEAPONS 


NETWORK 
PLAY MODE 


FLARE 


Family Reunion 


Sub-Scenatio 


pA re Wan 


The statistics shown here also count for 
very appearance of the Axe Man during 
the scenario. The Axe Man is driven off 
When the specified amount of damage 

is feached. The next time he appears, he 
Terns with complete health, Likewise, if a 
player gharacter inflicts a small amount of 
damage to the Axe Man and then flees, the 
Axe Mam follows the player and regains full 
health While roaming from one area to the 
next. 


Callout No, | EASY 
1 


When the Axe Man appears for the final 
time in the Auxiliary Building 1F Hall, 
defeating him changes the outcome of the 
scenario, allowing the player to view the 
most revealing and truest ending of all, For 
best results, try using any remaining Flame 
Rounds fired from a Grenade Launcher, a 
Shotgun, or Handgun. This causes the Axe 
Man to stagger so badly between player 
attacks that he should be an easy target 
with concentrated fire from a powerful 
weapon, 


VERY HARD 


Blue Herd 
Mo tem 


RIVER BANK 


VITALITY POINTS 


| Sin | 1800-3200 
{ Metwork | 2400-3200 | » 
ATTACK POWER by milieu 
| 150-180 
| 

Running Are — 

Sole Around Axe 

Accomulative Shiver and Chop cnstant | 2000 | . 3 

deat) | — 

iF { 


Wait ovtside the Cabin until the 


Suspention Bridge collapses. fe obtain the Pendant. 


Speak with the little giet atthe River 


Bank area and give her the Pendant Aegan and the litte git. 


WALKTHROUGH 


Off From the Hos 


If the Suspension Bridge falls before a player character crosses to 
{ 114 } the other side, then the player must navigate through the restructured 
Mountain Path area, Certain tree trunks formerly blocking exits from 
the path are now removed, so that the player can access the River Bank 
and the Big Suspension Bridge areas, Te complete the scenario, simply 
navigate toward the Big Suspension Bridge and cross to the other side, 
ss} However, reuniting the mother and daughter lost in the Forest allows the 
> player character to score a few more objectives on the Event Checklist. 
r - =) Follow the steps described in the Objectives section to bring mother and 


daughter back together, 


Scissor Tail foes replace the Zombies on the 
Mountain Path, and new areas become accessible now 
that certain tree trunks are removed. 


the River Bank area. 


Navigate through the Mountain Path and 
crous the Blg Suspension Bridge. 


The Cabin and speak with Regan Navigate Yhraugh the Mountain Patt to 


UNSETTLING CHIRPING 


After the Suspansion Bridge collapses. the Mountain 

Path area becomes inhabited by polsonous Scissor Tail 
monsters, Carey Blue Heths wherever you go while heading 
tor the Big Sussension Bridge, Thess monsters are easier 
to avoid than to fight 


Flashback” Ending Flow 


“FLASHBACK” COMPLETE Event Checklist Pointers WORE nTRoDU 
EVENT CHECKLIST » 


Opened Admin Office Switch/Used Rusty Key 4 
In Hard and Very Hard mode, the button that moves the bookcase in 

the Administrator's Office is locked, Refer to the “Noles for Easy, Hard, 
and Very Hard Modes” section to learn how to obtain the Rusty Key and ee 
unlock the switch in harder difficulties, 


tndivigeal 


: 
| 

[ Inv fan! 

| inaivideat 
| Hodividuat 


Syringe with solvent. 


| tniviuat 


7 | Opened adi office switch | Incivitust 


> ~ 
7 necovery } 
ITEMS 


ier TEM ] 


~ 


Activating player 


“Bridge Oot” scene. | Everyone 


1 Siw "ore ofthe Plant soene a | Everyone 


| tndvidat 


Everyone 


Everyone 


qf MATIO 
A SHOWDOWN 


Individeat = 
+ NETWORK 
F ytza Only MODE | 
17 | Saw*h Glimpse of the Truth scone | individual , 
| rant Atter Bate." | tncividuat SPECIAL ITEMS 
39 | Saw°teaving try Bh scone, Ioividuat = ~ 
20, | Saw hn Ent Wandering aihal “Overcoming the Past” Ending (‘coutecrion | 


When Alyssa is the player character, she experiences flashbacks a! the 


bs) | Used fighter to: read meme memo. 


‘Myssa Only 
| Saw box break in ception, Ail PC in room at following locations: 
time of breaking 
23 | Saw box break in main dg 2F, ALPCinvwmat | 0 | ME Suspension Bridge, west b 15} 
time of breaking. 3 , 
errag preeerrenpereeenomgens ~ —-| = ital Back Gate, approaching the fence opening 
24 | Saw wall breakin exam room ‘Ail PC in room at nm | 
time of te | BE oom 201, back of the room 
[ove igi i “Tina ® | ME Administrator's Office, ack of the room 


Individual %0 


After experiencing all four flashbacks, complete the 
Scenario as usual and defeat Axe Man in the Auxiliary 


Individual | » 


Used rasty key, Individual 


Ze [ se adi’ fee hey Individual Building 1F Hall before escaping via the Storage Room 
0 | Used auxitiary bulding bay, Individual door, Only Alyssa can trigger this unique ending, 
[a | outained map. Individaat 


Individual 
Andieiduat 
Y individu 
Individaal 
| tnaviduat 
dividual 


Wndividat 


| teividuat 


40 | Obtained “Nametag,” Individoat 


41 | Obtained *Raccoon Today" 
42 | Obtained “Daily Raccoon," Alyssa Only 


[4 | Obiaine "anesthesia mene: z | George Only 
“ T ontnined' ‘Sealed letter: 


Individual 


Yoko Only 


116} 


NING: 


Used Lighter to Find Item 
In Hard and Very Hard modes, the Lighter can be used in three locations 
to obtain additional items: 


the Main Building 9F Mall, ase the Lighter to 
elevator door and find an Hem, 


in the Intensive Care Unit,» 


‘Maintenance Accens ROU!e, 


in the northwest comer near use the Lighter at the base. 
the Huge Plant boss, use the of the plant roots ta find an 
Lighter to find an item, Do item. 


t attempt this during the 
boss fight (change of BGM). 


J'Used Lighter to Find Memo 


Hime. 'n Very Hard mode only, use the Lighter next to the desk against the 
z= all in the Reception Office to read a memo concerning Room 202, After 


reading this memo, the Old Pills Special Item becomes set at the foot 
of the bed near the door just inside Room 202 


Obtained "Daily Raccoon’ 
When playing as Alyssa, smash the crate in the Main Building 2F Hall and 
examine the corner shelf to find this file. 


Obtained “Anesthesia memo" 
When playing as George, inspect 

the bed in the Examination Room 

to find this file that only George 

Can understand, 


Obtained “Sealed letter’ 
When playing as Yoko, search the 
left side of the front of the desk 
in the Administrator's Office to 
Tead this fle, 


Notes for Easy, Hard, and Very’ Hafd’Modes 


On Hard and Very Hard mode, the Administrator's Office Key is located 

in the Pharmacy, This changes the route completely, Players go trom 

the Pharmacy to the Administrator's Office and use the key to unlock 
the door. However, the switch on the wall does not work without the 
Rusty Key. The door to Room 203 is unlocked, Use a Syringe on the plant 
in Room 203, then head across the hallway to Room 202. Return to the 
Administrator's Office and use the Rusty Key to unlock the switch panel 
and press the switch to move the bookcase, Proceed up to the Main 
Building Rooftop and procure the Auxiliary Building Key from the ground 
fear the gaping hole, Next, navigate to the Auxiliary Building Rooftop and 
use a Syringe on the final plant before going to the boss fight. 


You obtained the 


“FLASHBACK” CLEAR TIME RANKING==SINGLE = 
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Cotlect the five jewel plates from ‘Invert the jeweled plates inte Me Either speak to Marvia outside the Defeat a specific number of zombies at 
various locations in the precinct hosse. fountain statue in the Main Hal, ALPD, or attempt to gather weapons the Paice Station Freat Entrance 
and ites betere the rescue arrives. 
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WALKTHROUGH 


Starting Points 


In Single Play mode, the starting 
point changes depending on the 
difficulty level, The two AIPCs 
chosen to accompany the player 
character appear in other rooms. 
In Easy mode, one AIPC is inside 
the Autopsy Room with the 


/ Initial Confasion eetsin with 
Emerald Plate and one is plage 
inside the Witness Interrogation | the scenario in various areas 
Room with the Amethyst | of the building, 


Plate. In Normal mode, 
one AIPC who is wandering around the building holds the Emerald 
Plate. The other AlPG typically roams the basement level, 


PLAYER CHARACTER STARTING POINTS 
(SINGLE PLAY MODE) 


Main Halt 


Nerve Gas System 


Due to the emergency situation, 
rooms within the R.PD. 
automatically Mil with a nerve 
928 meant to repel invaders, 
Unfortunately, it has little effect 
‘on the undead but works great 
against player characters. While 
player characters and AIPCs 
remain in a room filled with nerve 
gas, their virus infection rate 
rises rapidly and vitality slowly 
diminishes. 


4 


| Eat Office 
] voserground Parkiag Garage 


(124) ncaa | Wit ie 


In Network Mode, one player character appears in each of the starting 

locations in the following list (e.9., one person starts In the Main Hall, 

one person in the East Office, one In the Waiting Room, and one in the 

}-Underground Parking Garage. In Network mode, ideally each person 
Should set out to collect the nearest jeweled plate that fits into the 

} fountain in the Main Hall, 


“ PLAYER CHARACTER STARTING POINTS (NETWORK MODE) \ 


} Main Hatt 


| Waiting Room 
| fast office 


F woderaraund Parking Garage 


UseaGas Neutrahizing ~~ 
Canisterto make the 

harmful vapors dissipate for 
roughly 30 to 160 seconds, 
depending on the difficulty 
fevel and the area in 


which it és used. 


> % 


| fast Of 


fea 
‘Waiting Room 


| Vesororoond Parking 


‘Waiting Room ze 


“Nerve gas causes the 
virus infection to7ise 
rapidly and depletes health 
continuousht 


Use a Gas Neutralizing 
Canister to counteract the 
nerve gas. This will enable the 
player characters to remain 
in the area without sustaining 
damage for a short period 

of time. However, when the 
effect of the Gas Neutralizing 
Canister wears off, nerve 

gas fills the room once again, 
unless the system times out 
during the effective 
time of the 
canister, 


Underground Parking Garage 


East Ofce 


4n Easy and Normal modes, nerve gas appears in two rooms at a time. In 
Hard and Very Hard modes, nerve gas appears in three rooms at a time, 
The following tables show that the game randomly chooses one of two 
patterns depending on the difficulty level. At the start of the scenario, 
the first rooms on the list fll with nerve gas. When the time expires, 

the nerve gas dissipates from the first set of rooms and appears inside 
the second set of rooms on the list, When the gas disappears from the 
Second set of rooms, it moves on to the third set of rooms, and so forth 
until the gas finally appears and dissipates from the last set of rooms on 
the list, Then, the entire cycle starts over again with the gas reappearing 
in the initial set of rooms, 


For example, let's say a player starts the scenario on Normal mode and 
‘the game chooses to go with Pattern A. In this case, the gas first appears 
in the B1F West Hall and the Hallway, The gas remains active in those 
two rooms for 90 seconds, then dissipates. Nerve gas then appears in the 
Autopsy Room and the 2F East Hall for 90 seconds. The cycle continues 
as show below. 


EASY PATTERN A 


BIF West Hall, Hallway 
‘Avlopsy Room, 2F East Hal 


only player characters si 


EASY PATTERN B 


1F East Hall, Underground Parking Garage 
East Ghee, Witness Interrogation Room 


Wight-Duty Room, 81F East Hal! 


Autopsy Roar, Kennet 


B1F East Hall, Waiting Room 


Autopsy Room, Underground Parking 


NORMAL PATTERN A 


BIF West Hall, Railway 
Autopsy Roots, 2F East Hall 
IF East Kall, inderground Parking Garage 


Cast Otfice, Witness Interrogation Room 


NORMAL PATTERN B 


Wight-Ooty Room, Substation Room 


Night-Outy Room, B1F East Halt 


AF fas Hall, ergo Parking Garage 
Autopsy Raven, Kennet 
| East Gtfce, Witness Interrogation Boom 


81F East Hall, Waiting Boom 


IF East Hall Hallway g 
‘TF Enat fall, TF Lobby 0 


HARD PATTERN A HARD PATTERN B 


BIF West Hat, Hallway, 1F 
hutonsy Roo, 2F East Hal Nght Duty Boom 

1F East Hall, Underground Parking Garage, Waiting Room 
East Office. Witness interrogation Room, 2F East Walt 
| Moht-Outy Room, 81 East Hall, 1F Lobby 


Night-Duty 


0 
‘B1F West Hall, Waltieg Room, 1 ra eee 
2F East 


jaltway, Substation Room 


| tnterragation Room 


Autopsy Room, Kennel, Kigh-Daty 0 
0 
JE Lobby, BIF East Hall, Underground Parking Garage oo x rr) a | 
~ SB1F Enst Mall, Waitiog Room, East Office 
‘Konnl, B1F Wee! Hall, Witness interrogation Room + 
TF Lobiby, Haitway,2F East Halt io 


1F East Mal, Waltway, Waiting Room 


IF East Hall, East Offige, Substation Room 


Autopsy Room, Underground Parking Garage Nght-Outy Room 
= East Mal. witness loterrogation Ror Kennel 


VERY HARD PATTERN A 


IF West Mali, allway, 1F Lebby 
‘Autopsy Room,2F East Hall, ight-Doty Room 


wight Duty Root BF East Hall, 1F Lobby 
> —semareatie 

‘1F Lobivy, B1F East Hatt, Un Parking Garage 
‘Kennel, 81F West Kall, Wines Interrogation fom 
| ai ‘Eas! Hall, Maltway, Waiting Room: 


no 


owpenseuuy 
—_ 


=. Obtaining the Jeweled Plates 


To aid Marvin Branagh and the other officers of the RPO. ia a 


- in escaping from the surrounded precinct building, a ¢ us Caararnuns Ferenn Uareek est tals Soe. 
be: wes = secret passage in the Main Hall must be opened. Many Z 
of the jeweled plates required for opening the hidden 
passage are found at different locations in every difficully 
level. To aid in the particularly daunting task of finding alt five 
plates in every difficulty level, refer to the right 10 determine where 
the plates are located, then read the location description for an 


understanding of how each plate is obtained in each location, Onyx Plate Witness 
Interrogation hoor 


Sapphire Holding Cal olding Gels (Ben 


Aub Pate Witness Waiting Room (safe) 
| Interrogation Room 


| ‘Waiting Room 
Amethyst Plate Witness | Avtopsy Room ‘Autopsy Roam 


| Interrogation Room 


East Office Swe Waiting Room pape. INTRODUCTION 


To open the safe in the East Office, read the “Station Memo” Although the Waiting Room area on 2F has two entrances, the room is Loncuses | 
file that is focated in the Reception Desk area. The file contains a four divided in half by an impassable barricade, In most difficulty levels, the 

number combination that must be input into the safe's lock to open it; Ruby Plate sits atop the locker on the west side of the barricade. ¢ ABACTERS | 
‘the number is randomly determined from any of the combinations listed To reach the Item, you must push the large box (an item storage chest 

in the following section. in Easy and Normal mode, the safe contains the from Resident Evil 2) underneath the barricade from the eastern side, 
Onyx Plate. In Hard and Very Hard modes, the safe contains the To do so, navigate through the East Office and ascend the Emergency 

Secret File that must be given to Ben in the basement Holding Cell Stairwell. Head west in the 2F East Hall and enter the Waiting Room { | 
to obtain the Sapphire Plate. from the eastern door, Push 

the box through, then navigate 
back to the Main Hall and climb 
‘the emergency ladder to the 
second floor, Enter the Waiting 
Room from the western door and 4 SCENARIOS) 
climb onto the box to reach the 2 j 

Auby Plate. in Hard mode, the ea saownown 
Emerald Plate is located 
here instead, 


In Very Hard mode, the Ruby Plate is locked inside the safe on the 
east side of the barricade, To unlock the safe, push the box underneath 
the barricade from the east side. Then navigate through the Main Hall 

to the west side of the Waiting Room and climb the box, Search the 
lockers where the plate is 
located in other modes to 
obtain the Ace Key, Push 
the box back underneath the 
barricade. Go back through 
the 1F level to the Emergency 
Stairwell, then ascend and 
enter the Waiting Room from 
the east door. Use the Ace Key 
fo unlock the safe to obtain 
the Ruby Plate, 


Witness Interrogation Room 25% 


Examine the bookeas@on 
the shelf to find one of the 
jewel plates. 


Holding Cells 


In Easy and Normal mode, 

the Amethyst Plate is 
located on the bookcase next 
fo the entrance. In Hard mode, 
the Ruby Plate rests on 
the shelf, while in Very Hard 
mode the Onyx Plate 

is located on the bookshelf 
instead, 


iat 


Nosy reporter Ben is locked in the basement Holding Cells, where he 
prefers to remain until the crisis in the city passes, On the way to see 
Ben, obtain the Secret File, The file item is located inside the desk 
drawer in the Substation Room in Easy and Normal modes, but it is found 
inside the East Office safe in Hard and Very Hard modes. After acquiring 
this item, speak to Ben through the bars and exchange the file for the 


Sapphire Plate, 


In the BiF Est Mal, David 
is the only person Who can 


open the wall panel to reveal 


} an item, usually a Survival 
Knife 


(Open the desk drawer in the 
Substation Room t6 obtain 
the Secret File ih Easy and 
| Normal modes. 


Mey! That's itt 
C'mon. Hand it over. 


Autopsy Room 


Greedy hands protect the 
jewel! plate, Which is resting | 
nthe comer ofthe Aulopsy | 
Room 


Kennel 


Tad 


The plate is located al the 
hack of the room near an open 
floor vent. If zombie hands are 
not protruding from the vent, 
they will reach out and grab 
any character who attempts to 
grab the item. Rotate the Left 
Analog Stick rapidly to break 
free, then attack the zombie 
hands to make them withdraw, 
Take the jeweled plate and 
leave before other zombies in 
the morgue wake up, 


The door to the Kennel is locked, but it can be knocked open by using 
attacks. Another way to open it is to use Alyssa's picking tool or the 


Joker Key. Whenever a plate is located in the dog compound, the item is 
always located on the floor in the first open cage. The main obstacles to 
obtaining any item in this room are the undead canines, 


the darker open cage. 


/ A jewel plate located inside the Kannel t& iypically found in 


NAVIGATION‘'NOTES’ 
If the player character starts in the Main Hall, navigation is somewhat easy. But if the character begins anywhere else, reaching the 


Main Hall is difficult because the south door in the 1F Lobby is locked from the other side. The door can be broken with attacks, but 
this may take a while because the door is particularly resilient. 


Another way to reach the Main Hall is to descend the stairs in the 1F East Hall and go through the B1F East Hall to the Underground 
Parking Garage. Push aside a crate on the south wall and crawl through the ventilation hole to reach the Police Station Front 
Entrance, Next, enter the Main Hall through the front doors. Cc = } 
If playing as Kevin, open his locker in the Night-Duty Room. One of the items inside Kevin's locker is the Joker Key. This key unlocks 
any locked door in the entire precinct housel 


ITEM: 


Placing the Plates Bia Gun-Gathering Time 4 
If you already possess a powerful weapon and want fo end the scenario 


quickly, speak to Marvin at the Police Station Front Entrance, Otherwise, 

there are several tasks to complete to obtain more credits on the 

soenario’s Event Checklist. In Single Play mode, it is unlikely that all of 

these tasks can be completed before time expires. In Single Play mode, 1 29) 


Since inventory space is 
limited, return to the Main 
Hall after gathering one or 
two of the jeweled plates, 
Remove the Unicorn 


Medal from the base of pun-gathering time ends after 10 minutes. In Network mode, all of the 
the fountain statue, The item following tasks must be completed within six minutes, 
rests on the edge of the 


fountain to the right if you 
want to pick It up and use it, 


Insert the five jewel plates 
into the base of the fountain 
statue to reveal the secret 
crawlspace. R.RD. officer Rita crawls through the hole in an attempt 
to reach help, When this scene ends, several changes occur in the 
precinct house; 


weapons and items. 


BRE Marvin appears at the Police Station Front Entrance area, 
where the first player character to enter the area sees him 
fighting off 2 zombie attack, He drops the Padlock Key 


and Film A. z 
complete the seenar! 
GE The police officer at the Rooftop dies and ilems appear nearby Padlock Key anc ; ither weapons and 
around his body, including Film B, ammo, 
Tony the dog trainer (formerly positioned in the Reception 


Office) moves to the Kennel, Search his dead corpse to find 
the Ace Key in most difficulty modes. Film C appears 
on the ground nearby. 

WE The police officer at the Emergency Stairwell digs and items 
appear around his body, 


4130} 


= >. minute, 


As the name “gun-gathering Film was. 
time” indicates, the most hohe 
essential task at this Four Film items now appear 

moment is to hoard weapons in various locations around the 
and ammunition. Otherwise, 


you may be insufficiently precinct, Gather as many of them 


equipped to complete the as possible and give them to Ben 
scenario. | in the Holding Cells area in the 
5 1 basement to obtain additional 
Load Up! weapons and recovery items. 


officers for Filtre Give 
them to Ben for additional 
supplies, 


Parking Garage Ramp wha 


Examine the computer behind the desk in the Main Hall, Use the computer 

fo open the shutter door in the Underground Parking Garage.The 

shutter door stays open for a limited period of time, so quickly use 

‘the crawispace between the Police Station Front Entrance and the 

Underground Parking Garage to reach the Parking Garage Ramp, 

Several items are scattered at the top of the ramp, including 
Film D and a Sub Machine Gun. 


Garnering More Time 


The Padlock Key on the 

oround near Marvin's feet unlocks 

the gated area of the Rooftop. 

Inside this area are six Plywood 
Boards that can be used at the 
front gates in the Police Station Front 
Entrance area to reinforce the structures 
Each board used to barricade the gate 
extends gun-gathering time by one 


Several weap 

items litter the area near the 
top of the Parking Garage 
Ramp. 


Waiting Room Safe 2 


in most difficulty modes, use the Ace Key (dropped by Tony in the 


Pa nn a 
“Take the Plywood Boards from the Ropftop down to the Kennel) to unlock the safe in the Waiting Room, Push the box to the east 
Front Entrance and “use” them at tie front gate to build a side of the barricade, then navigate to the east side of Ihe room and 


stronger barricade, buying more time for ¥ ther 
ph vig mora teeter Meeapor' gathering climb onto the box. Use the Ace Key to unlock the safe,T 
Yoko should be able to carry all the Plywood Boards at once. 


e safe typically 
contains a Sub Machine Gun, except in Very Hard mode. 


2 
7 


Gathering atthe Front TRADUCTION 


When enough time elapses after Rita leaves the R.PD.,she radios back 1s 

that she's found a truck but there are too many zombies crowding the : se = 7 7 
entrance, Marvin summons everyone to the front entrance. Ouring this ceil 
time, Marvin appears near the computer in the Main Hall. After another 7 “| 
30 seconds elapses, all player characters and AIPCs automatically move A te ieee 
to the Police Station Front Entrance to confront a zombie onslaught like “DESPERATE TIMES” 

no other, 


COMPLETE EVENT CHECKLIST 


1 | Opened safe in east office. Indien 2 
2 Individuat 40 
a | Gave fle to Ben. Indra Ey 
4 | Game tim 1 Ben Individual 0 
5 | Removed unicorn med, 0 
6 | Opened secret door in hallway 0 — 
E NETWORK | 
7 [eto tr | 
6 | Used ruby plate. | a 
‘B _| Used sapphire plate, » 
g 10 | Used emerald plate. Individual 0 
i 11 | bes amethyst plate. Indivial 20 
» ae saison i 12 | Opened parking garage shutter. tnaidval Fi 
“ After Marvin makes his announcement, aaly $0 seconds 
/ 13. | Connected garage to min hall, Individual ” 
remain to finish up ail remaining tasks before ai! player i | 
rei teleport to the Front Entrance. beni Wadia Be |. 
‘ove patrol cari garane, Everyone inthe roam » (131) 
16 | Opened Kevio’s locker, Kevin Only » | , 
17 | Opened Rovin' desk Grawer. Kevin Oy Ey 
Full Breac 2 18 | Unlocked Jean's desk drawer Nevin Only 40 
18 | Unlocked érawar in reception, ‘iyasa Oy 0 
The player charactors move 20 | Unlocked 1F hall shalt. ~_| hiss Oly 20 
automatically to the Police 8 Boas emcoacios bar 4 
Station Front Entrance area. AB ews aba se 
The western and lower portions I Racca ss Nd 
: 24 | Obtained "Poticeoatice:” Individual 0 
of the area are inaccessible, ba 
aimed “Secret fe” ‘ndividual 0 
meaning player characters —o 
cannot leave: Zemilen —— - = | ‘Obtained “Marvin's memo,” Nodividual ae 
ceith (( Back up nese the dears: 22 | Ohtaines¢merpenoy orders A.” Individual 0 
abbas tale ost has when: Ne 26 | Obtained “Emorponcy orders 8” Individual 0 
‘open front gates, the side yard, to swarm the area. Use *5 
Obtained “Paice dary ¥ 2 
and they also crawl slowly | the recovers ems and ; hath = ree a om a 
darth | ammunition near the Front MBs oBhacdbatebea iio ee 
uncer tom ongng stpetor on | Entrance toheep fighting 11 [ Obtained “Resume envelope” Kevin aly ” 


the east side of the area. The 
player characters and AlPCs 

must destroy @ certain number of zombies before Rita can drive up with 
the truck and whisk the survivors to safety. The body count required is 

dependent on the difficulty level, 


until the end! 


INDERBE 


DESPERATE TIMES 


Event Checklist Pointers * 


Moved Patrol Car in Garage 


The patrol car near the shutter door in the northwest 


corner of the Underground Parking Garage can be 
moved by two player characters pushing in unison 
or by Mark in Single Play mode, A couple of items 
are located underneath the car. 


Only Kevin can open the locker 
bearing his name in the Night-Duty 
Room. The locker usually contains 

a weapon or ammunition, as well as 
the Joker Key. This item unlocks 
any locked door within the precinct 


house. 


OKER KEY 
Wilt you take It? 


Unlocked Jean's 


Jean's desk drawer is 
located on the south side 
‘of the long row of desks in 
the East Office, Kevin can 
‘Open the drawer by inputting 
the combination from the 
Jean's Memo" file found in 
the"Underbelly" scenario. The 
Combination is 0325. Only 
Kevin can open the drawer. 


Unlocked Drawer in Rec 


Office. The drawer typically contains a recovery item. 


vin's Desk Drawer 


Examining the center of the north side of the long series of desks in the 
East Office, anyone but Kevin only sees his shooting trophy, But Kevin can 


open his desk drawer, which typically contains a powerful weapon. 


Desk Draw 


aption 


Alyssa can use her picking tools to open the drawer in the Reception 


You’ ve unlocked |t, 


Unlocked 1F Hall Shelf 


Notes for Easy, Hard, and Very Hard’Modes AME BA 
Alyssa can use her picking tools to open the locker In the north corner of in Very Hard mode, a second Joker Key Is hidden on the upper sibs 
the 1F East Hall, The locker usually contains a Burst Handgun or balcony of the Main Hall. A railing post obscures the item. However, any 
ammunition. player character can take the key and use it to open any door, not just MONSTER } 
Kevin —— 
WEAPON: 
RECOVER 
KEY ITE | 


FeLiminarions } 
& SHOWDOWN | 
(NETWORK 
t pay move 
(covcecrion j 

“DESPERATE TIMES” CLEAR TIME RANKING—SINGLE 

§ | 00:00:00~ 00:00:00 | (133) 

| A } 00:12:00~ | 00:12;30~ g g (0:38:00~ Z } 91:00 0- | , 4 

8 00:15:00 | 00:16:30 00:35:00- 01:02:00- | 

t  ~\waw-~ “T onze ~  ooanean= | bi:0K00- 

}0 00:30:00 00:30:00 : a 00:45,00- 01:06:00 

t F oasoo~ [ ooas.on- mee | 01.3000 


“DESPERATE TIMES” CLEAR TIME RANKING—NETWORK (DVD) 


06:00:00 0:00:00 


00:00:00 


A :17:00-~ 00:17:00~ | 00:40:00- 
a o:2m00— } 00:20.00 | 00:30:00 00:45:00 
¢ Cee 02500— Too3s00- 90:50:00 
0 | 00:30:00 | 00:30:00 | ono 00:58:00 
t 00:48:00 | 90.45:00~ | ooso-00-~ ar-0.00~ 4 


0 0.0.90 1:00:00 

pA 00:16:00— 00:16:00~ | ooze 0:37.06 
oi | 19:00 | on19:00 | on2x00 0:42.00 
C a | wo2so0- ‘To03iee 00537.00 
5 | 00:30:00: 0030400 | 00:40:00 00:55:00 


E wee ~Tons:00-— 96:80-60~ 91-0050 


FR DOF 
THE ROAD 


Umbrella Research 
Facility 


allout No i HARD 


OBJECTIVES: 


‘om Bowe 


a 


Examine the numeric keypad in Take the Examination Room Use the Examination Room Key to Input variations of the 3-digit code until Mead through the Wes! Passage to the 


Central Passage 1 with three bloody Key from the Reference Room. unlock the west deor in the Waiting ane pens the north door in Central Laser Emission Room and press the 
Passage 2 switch fo lower the beam shatter 


Aiagerprints to determine the 2-digit Room, 


nat te 10 
: eae 7 Et ie 


Quickly run through the north portion Collect the 1D Card Lt near the Return to Central Passage 1 and Take the MO Disk trom the ecrypt the MO Disk in the Mainframe 
‘of the Laser Emission Room before the dead researcher's body in Central swipe the {0 Card Lv1 to open the Observation Mezzanine, room with Code A. 
‘beam shutter reactivates, Passage 3 Experimentation Chamber door 


a 


eturn Yo the Observation Mezzaning Fallow Linda to the East Ex Find the 1D Card Lv2 near the dead Smash or pry open the destroyed panel Use the 10 Gard Lv? to unlock the 
and decrypt he MO Disk (Code Ap with, toody at the East Exit, in East Passage 2,then craw! through northeast door in East Passage 1 
(ode B.Give the NO Disk (Code By to the hole to the Special Research Room. 

Carter. 


16 


Aide the efevator down fo the Water 
Treatmen} Plant, 


ITEM LIST: 


Se GT | 1 eR! |) | | 
SS 0 
Sa 7 | 
SS | — eee eS eee 


Examination Room Ray [Examination Room Key [Examination Romi Rey Examination 
is) 


Handgun 


SS | EL 


bray Chemical Bottle No 


Gray Chemical Bottle 


(a) a | 
2 [fustnigSpray [hades ‘IA 
ive LS TS CT 
|] ST SS | TT fa 


y Chemical Bottle Gray Chemical B Gray Chemical Bottle 5 aT STON 
[Greenies [ray hemicalforfe 


0 Card ivi 


Tiottem 
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Dertings 5: 


Handgun Rounds 

Newspaper? 
a | 
[No ie 


| at 
Recovery Medicine 


ee ee (I COS EE td eee 
— 
qua Round! CT (7) 
ls 


SS 
I 
ear Reig aa 


ai fiecey 


terete Hegen be Recover) ine Base 


(rr un Rounds 


‘Alcohol Bottle 


ae oo 
STEERER ee 


rven Herb 


= 


Broken Tandgun 
Recovery Medicine jo Hem 


eniea 
foes tat 
(Ser 


[Recovery Medicine Base 
i —— a 


jreen Hert 


Hoitie Gray Chemical B [Gray Chemical Bettie 
ee aes ‘Acié Rounds renade Launcher-Burst Rounds | Grenade Launcher-Burst Rounds renade Launcher-Burs} Rounds 
Chemical Bottle‘ vellow Chemical Bottle 


te 
me ee) ee 
net eae een Hert 


ete Chemical Bottle 


a ireen Her con te 


Wwe Herd 


a ose Ly? 1D Card Lv? iD or C7 
Ss 
Ss ee 


[62 Recovery Medicine Base [Reco 
CT 


a ee 
Ca | Sas |] a TTT 
[545 Auto Rounds 


Red Herb 


(ae TS | 
0 Ss 
se [Recovery Medicine Base [Recovery Medicine Base 
fn 


ea 
[56 Model Grenade Launcher [Model Grenade Launcier 


Green ee 
[Mode Grenade Launcher | Model Grenade Launcher 
i 


a eee 


a 
| 8 froties 
(oe ey Te ee 


WALKTHROUGH 


Random Code 


Head north to Gentral Passage 1 and proceed a few steps to the east 
until a dead body on the floor becomes visible, Examine the nearby wall 
panel to view a numeric keypad, Bloody fingerprints cover three buttons 
on the keypad. The fingerprints indicate what the three-digit code might 
be. For example, if the 1,6 and 8 buttons on the keypad are marked, then 
the code could be any combination of 168,618, 816, etc, Remember the 
three numbers and be prepared to input different combinations of the 
three until one series turns out to be the right code. This code opens the 
shield doors in Central Passage 2 and the West Passage. 


apie 


Examination Room Key — 


Head east through Central Passage 1 to East Passage 1, Quickly move 
south and go through the door on the right.A Hunter smashes through the 
nearby lab window and may attack unless the player character escapes 
immediately, 


inside the Reference Room, locate he Examination Room Key 
‘on the corner of the table. Check the computer monitor in the south 
portion of the room to obtain a Map of the entire area, Return quickly 
through the passages to the Waiting Room, avoiding encounters with 
Hunters as much as possible. Use the Examination Room Key to unlock 
the west door in the Waiting Room area before Hunters follow in pursuit. 


weapon before a Hunter through the complex 
attacks Research Facility. 


CONCERNING’HUNTERS 
Hunters reappear continuously in all passageways of the 
Research Facility. They will follow player characters from 
one room to the next, and they also roam between areas 
looking for prey. Hunters can attack at close range and 
leap great distances to attack stationary targets. Their 
more powerful, close-range attacks can break Handguns 
and Shotguns, David can repair broken weapons 
provided he has Junk Parts available. When Hunters are 
in the vicinity, keep moving and leave the area as soon as 
possible, If you have tasks to do and Hunters interfere, 
attack them from medium range to avoid their weapon- 
breaking attacks. Throwing Yellow Chemical Bottles at 
Hunters is an extremely efficient way to kill them with 


one hit 


The Laser Beam Shutter 


Chat with Linda in the Examination Room to score bonus points on the 
Event Checklist for the scenario, then collect items in the room and head 
through the northwest door to Central Passage 2, Move to the north end 
of the passage and examine the keypad on the right side of the shutter 
door, Start to input the various combinations of the three digits marked 
in blood on the keypad in Central Passage 1, and continue to rearrange 
the numbers until one combination opens the door, 


{138} 


wito 100s Fark Co Gina 
—— Examination 
some extra Event Checklist 


UNDERBELLY 


ae points. off white attempting to 
open the door with a 3-digit 
passcode. 


pesrenare D: Once the shield door is open, 
pemmmmemes backtrack a few steps south in 
} coor } Central Passage 2 and enter the 
West Passage. Head south in 
the West Passage and use the 
3-digit code to open the shield 
door, revealing another dead 
researcher along with a weapon 
and recovery item. Next, head 


north to the Laser Emission 
Room, 


revealing pine and 
items. 


the Laser Emission Room, 
especially # the shutter is 
about to-close. 


Check the contrat panel to 

the left of the windows in 

the Laser Emission Room and 
press the switch to turn off the 
Jaser beam shutter In the north 
portion of the area. The shutter 
remains down for 55 seconds, 
then reactivates automatically, 
Quickly dash through the West 
Passage and Central Passage 
2 to the north side of the 
Laser Emission Room, then 


proceed through the north door to Central Passage 3 before the shutter 


reactivates, 


Proper Identification i 


Head north in Central Passage 3 
and search near the dead body 
fo find 1D Card Lv1.Head to 
the south door and position the 
player character in front of the 
card reader to the left of the 
portal. Swipe the 1D Card Lv? 
through the reader to unlock 
the door, thus creating a direct 
route back to Central Passage 
2. Continue to the southeast end 
of Central Passage 2 and use 
the card to untock the door to 


readers on the. 

of the doors betweer 
passages, open the 
inventory menu, and “use” 
the ID Card wf taunlock 
the portal. 


Central Passage 1. Move past the corpse in Central Passage 1 and swipe 
the card at the reader to unlock the door to the Experimentation Lab. The 
10 Card Lv1 become useless at this point, so exchange if with another 


item whenever necessary. 


Decrypting the Disk Bi 


Laser beam shutters in the Experimentation Lab enclose the Hunters, 
preventing them from attacking, Ascend the stairs and enter the 
Observation Mezzanine, where scientist Carter works on a computer, 
Take one MO Disk from the nearby cart and head through the 
northwest door, 


Pich up News! 
Central Passage’ Tite 
“Raccoon Today" fle to the 


menu. 


Speak to Fan 
item to the Event Checklist 
and to receive some 
instructions. 


Navigate past the Hunters 
patrolling the western passages 
of the facility and head toward 
the Mainframe room. Insert the 
MO Disk into the console at the 
back of the Mainframe room to 
decrypt the disk with Code A, 
Next, return to the Observation with Code A: Insepbiine disk 
Mezzanine and give the disk into the computer south 

to Carter by “using” it on him, of Carter's focation to add 


Optionally, Code B can be added babi 

fo the MO Disk by inserting the 

disk into the computer panel south of Carter's location. This action is 
worth an additional item on the Event Checklist, as well. 


/ After decrypting tie 


WAKE ANOTHER WO O1SK 


Atter giving the decrypted MO Disk to Cartes, take another 
MO Disk trom the Observation Mezzanine and decrypt 

it with Code A inthe Mainteame. This second MO Disk 
enables thé user to view the “Experiment Participants" file 
in the Special Research Room. 


Path of the Tyrant 


After tearing apart the Hunters in the Experimentation Lab, the Tyrant 
moves from passage to passage in the Facility, attacking all Hunters. The 
Tyrant is programmed to protect people during this time, and it cannot be 
damaged by player character attacks. Therefore, conserve ammunition by 
seeking safety behind the Tyrant whenever Hunters attack. 


There are supplies around 
the Hunter's former captivity 
pen in the Experimentation 

Lab. Collect them after the 
Tyrant clears the area. ' 


R Tyrant and 
| allow it to doiks job: Hunter 
| extermination? 


Before following Linda into the 
East Exit area, there are a few 
tasks fo perform to make things 
easier \ater. Head to the Nursery 
and lake the Crowbar 

trom the west console. Avoid 
taking the Grenade Launcher the Cee 
Burs! Rounds from its rack on open the panel in East 

the south wall, or the player | Passage?. 

character becomes trapped in 

the room with a Hunter-,a smaller version of the regular Hunter with 


Just as many vitality points and attack capabilities. 


Take the Crowbar back to East Passage 2 and use it to pry open the small 
panel in the broken section of the wall, Attacking the wall also opens the 
panel, but using the Crowbar is faster, Craw! through the hole into the 

Special Research Room. There is a Model Grenade Launcher on 


the back on the north wall, 


1 decrypted MO Disk (Code A) or [ade B) into the 
uter at the back of the central console to view the 
evealing “Experiment Participants” fife. 


Take the Model Grenade 
Launcher back to the Nursery 
and take the Grenade 
Launcher-Burst 
Rounds from the wall. Taking 


the weapon triggers an alarm 


and locks the door. Momentarily, a z “3 
\ Note thal selling tie Mode! 


the capsule holding a Hunter-ps Grenade Launcher and 


opens and the creature attacks. 


dilling all Hunterp enemies 
are both items on the Event 


Checklist 


In Easy and Normal modes, only 
‘one Hunters emerges. (n Hard 
and Very Hard modes, though, two foes emerge and attack. To unlook the 


}-exit door, either kill all of the Hunter enemies or set the Model Grenade 


Launcher in the Grenade Launcher-Burst Rounds' place, To set the Model 
Grenade Launcher, examine the spot where the Grenade Launcher hung 
with the item in possession. When asked if you want fo set the Model 
Grenade Launcher, select “Yes”, 


QAVIO WORKS LESS 


The Model Grenade Launcher an be modified to become 
orking Grenade Launeher by eombining it with David's 

Junk Parts, fa group Works wall together online, two 

Grenade Launchers can te procured this way 


etrayal 


Break or pry open the wall panel in East Passage 2 before heading for 
the East Exit, The Tyrant turns on its creators and knocks Linda into 
the abyss, Carter is dead, his 1D Card Lv2 dropped near his broken 
body, However, the murderous Tyrant will not likely step aside to make 
claiming this item easy. The best thing to do is return to East Passage 3, 
outmaneuver the giant, then return to the East Exit and quickly pick up 
the keycard, 


Either defeat the Tyrant {if possible), or be prepared to dodge it every 
step of the way. Head back to East Passage 2 and crawl through the hole 
in the wall to the Special Research Room. Continue through the north 
door and head east to the elevator area, Swipe the Lv2 card to unlock the 
door, then board the elevator and ride down to the Water Treatment Plant 


Lead the Tyrant back te the East Passages. then return when 
the area is clear and pick wp Carters 1D Card 


» ID Card Ly tounlock the door before the Tyrant 
f arrives and interferes with unlocking the door 


Callout No. 


EASY 


Push the crate wate the weak section of 
floor io the Floodgate Control Room and 
(+o Yo the B2F level 


Use the Valve Handle to lower the 
ladder in the North Waterway. 


Callout No. 


Navigate through the Old Waterway to 
the Drainage Room and find Linga 


Return to the Maintenance Reom and 
cut the Valve Handle down ta four sides. 


NORMAL 


I 9ot swept away ty the reshing 
waters, take the Valve Handle 
(6-Sided) trom the Drainage Room 
and bead north, 


Use the Valve Handle to lower the 
escape ladder in the North Waterway. 


HARD 
fick 


~~ WALKTHROUGH 


Head south into the Drainage Room and continue forward until Linda's 
unconscious body is spotted in the canal below. To reach the lower level, 
it’s time to navigate through almost the entire Water Treatment Plant 
area. But after taking just a few steps around the baloony, the Tyrant 
drops down in front of the lead character, It's time to either defeat the 
Tyrant; if not, it will pursue player characters throughout most areas of 
the Water Treatment Plant, 


Defeat the Tyrant, 
Treatment Plant, 


lf the Tyrant is defeated before 
Linda is rescued in the Drainage 
Room, the gameplay in the last 
half of the scenario changes 
significantly, Not in a good or bad 
way, but it is significant i 


eating the 
int Changes 
the Story! 


WILO THING’ 


YRANT 


The easiest way to defeat the Tyrant is 
to use the Bomb Switch, located 
on the balcony in the Underground 
Waterworks area. To activate the Tyrant's 
self-destruct mechanism, equip the Bomb 
Switch and hold the R1 button. Then hold 
the & button for two seconds while 

at very close range to the monster. If 

the Bomb Switch is close enough to the 
yrange. small buzzing sound is heard. 
Aller (Wo Seconds, the bomb explodes 
and the Tyrant falls dead. The only trick is 
10 aitempt tO get behind the monster and 
Hope Mat anally Gan keep the creature 
distracted tong enough that the Bomb 
Switch can he activated for a full two 
Seconds, sinoe the Bomb Switch can also 
pe used to aereat the Tyrant R, consider 
Saving this device fOr a later time. 


To get past the Tyrant on the narrow 
Drainage Room balcony, run back toward 
the wider area near the door and allow 
the Tyrant to pursue. Then slip around 
the creature and run for the north door. 
To defeat the Tyrant without using the 
Bomb Switch, lead it to an area where 
the characters can surround the monster, 
such as the Maintenance Room, Wait until 


Weak Flooring 


Navigate through the Maintenance Room to the Underground Waterworks 
area, then head west into the Floodgate Control Room.A weakened 


part of the floor is circled with a large mark, Push one of the crates in 
the room onto the spot to create a hole in the floor. Before pushing any 
crates, though, move behind the wooden boxes and check the shelf to find 
a useful item, such as a Magnum Revolver. |f you push the crates 


before taking the item, it becomes unreachable. 


Push the south crate west toward the wall, then push the north crate 
northeast toward the circled spot on the floor. This causes the crate to 
break through the floor. Examine the hole to drop through to the B2F level 


Lerner } 


the creature begins one of its slow attacks, then run behind it and attack from the rear, 
Fire grenades and throw chemical bottles at it, or use whatever firearms are available, 

Because the Vitality Point range of the creature varies so greatly in every mode, it's i esau ss 
tough to determine how many attacks are required to defeat it. Melee weapons are 
almost completely insufficient, Leuncras RA 


Lovsias | TER 


VITALITY POINTS 


so en 0 


OW! 
Punch 
beef 


450~480 500-540 
100~170 200-340 


Optional Areas 


Hop down from the platform in the Emergency Materials Storage room 
and Kill a Giant Spider. In Easy and Normal mode, players can simply climb 
the boxes af the west end of the room near the sparking circuit panel and 
climb through the vent duct into the next room. However, some optional 
rooms can be reached by climbing onto the boxes stacked between the 
columns on the north side of the room, Smash through the crate blocking 
the path and climb down behind the boxes to find a ladder that leads up 
to Maintenance Passage 1. 


Smash the cratein tt 7 he north 
fadder 


additional ite! 


WILD THINGS. 


yNUERBELLY 


FLASHBACK 


ND OF THE ROAD 


The main reason to search 
Maintenance Passage 1 is the 
Map of the Water Treatment 
Plant, located on the bulletin 
board just south of the ladder's 
top. Additional supplies and a 
save point are in the adjoining 
Maintenance Passage 2 and the 
Break Room, After exploring the 
area, climb back down the ladder 
to the Emergency Materials 
Storage room and climb through 
the vent duct in the west corner. 


Flood Waters 


Navigate through the Old 
Waterway and jump down to the 
‘ lower portion of the Drainage 
Room. Upon approaching Linda, 
water floods the lower portion 
a of the Water Treatment Plant. 
If the Tyrant is still active, then 
a i Linda and the player characters 
are washed away. The player 
characters resume the scenario in 


the Tunnel area of the next stage 


However, if the Tyrant has been suppressed at this point, then Linda is 
washed away but the player characters remain. If this Is the situation, 
search the Drainage Room to find the Valve Handle (6-Sided), 
Carry this item north through the Underground Waterworks to the North 
Waterway. Use the Valve Handle at the panel next to the ladder to lower 
the rungs down into the water 


The panel for the escape ladder 
at the north end of the north 
waterworks requires a four 
sided wheel device to activate. 
Head south to the Maintenance 
Room and set the Valve Handle 


into the central device to change 
the connector into a four-sided 
shape. Next, return to the North 


t Valve 
Handle (4-sided) 


Waterway and use the Valve 
Handle (4-Sided) to lower the 
escape ladder and climb out of 
the Water Treatment Plant. 
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ITEM LIST: 


num Revolver Rounds Magnum Revolver Rounds [Magnum Revolver Rounds 
[Greener Recovery Medicine 
Tsurvival nite [Survival Knife No Iten [survivalKofe SS 


ITEM LIST: 


Callout No. A VERY HARD 


TUNNEL 


OBJECTIVES: 


= 8 LS ie . 
‘Find Linda in the Apple Inn Front Lobby. Carry Linta to the Melicepter before It The chopper Veaves without 
‘Rodrigues tabes off Linda to the office building reotiog, 


WALKTHROUGH 


Point of Resumpt 


The player characters start 

the third leg of the scenario 

at one of two points on the 

map, depending on events that 
occurred in the Water Treatment 
Plant. If the player character 
was washed away with Linda 

be 


The Tannet: Fhould be 


familiar (o-voterans © 
the original Resident Evit 
Outbreak. 


use the Tyrant was still 


active, then play resumes inside 
the Tunnel. 


if the player characters had to 
use the Valve Handle to escape 
from the Water Treatment 
plant, the ladder from the North 
Waterway emerges at the Main 
” Street South area. 


The Main Street South area 
1s the starting poait for 
players who emerge from 
the North Waterway of the 
plant 


Though the objectives remain the same, the path varies slightly 
depending on what starting point players resume the scenario at 
following the flood in the Waler Treatment Plant. Both paths are 
described in general terms below. 


Proceeding from the an 


Navigate to the north end of the Tunnel and climb out to the street 
area cafled"In Front of Apple Inn”. A sniper shoots Linda, Crawling, she 
manages to make it inside the Apple Inn, 


While avoiding the sniper’s shots as best as possible, enter the Apple Inn 
Front Lobby, approach Linda, and press the @ button fo carry her, Lead 
her north up the street to the east door, The objective is to lead her to 
the chopper, which is parked on Main Street North, 


the focus of this partion of 


the scenario 


ving i a 


om renee en 
Linda wails for rescesin the 
Apple Inn Front abby. 


The sniper continues to fire at Linda and the player character holding her. 
Plus, the street is full of claymore mines that detonate when someone 
Steps within range, Try to spot the claymore, which is a tiny black box 

on the ground, Use the maps in the following section to help determine 
where claymore mines are located, If a claymore is simply unavoidable, 
the best option is to detonate it with gunfire (a Shotgun blast works 
best). Additional claymores and zombies continue to thwart efforts to 
rescue Linda while carrying her through the Construction Site and Under 
the Highway Overpass areas. 


“Ooen the raph op anabandoned 
car on the street under the. 
highway overpass to obtain a 
Rocket Launcher. Save this 
weapon for use against boss 


shots while navigating up 
the street and through the 
Construction Site. 


monsters 


Head north from the manhole to 
2 gap in the large debris pileup, 
The Tyrant R appears and attacks. 
The creature follows player 
Characters throughout the Urban 
Area unless it is defeated. Follow 
the Tyrant R strategy detailed in 


oR 
on this section to stop the creature. 


Main Street South the } 
Tyrant emerges fromthe =| 
waterworks and transforms. | 


The chopper Is parked af the top 
of Main Street North, Enter the 
chopper and speak to the pilot, 
Rodriguez, to score additional 
points on the Event Checklist 
and procure some additional 
Supplies as well, Exit the 
chopper, head to the northeast 
end of Main Street North, and 
Cross the Footbridge to the alley 
called “Behind the Residential Area". Upon reaching this location, a brief 
Scene occurs in which a sniper shoots Linda; she manages to reach 
safety inside the Apple Inn Front Lobby, 


/ Speak to Rodeguez inside 
the chopper to score 
additionat Event Checklist 
points, 
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WILD THINGS 


NDERE 


END OF THE BORD 


AYR ANT R 


The Gasiesh wai to defeat the Tyrant Ris 
10 tise te Bomb Switch from the Water 
Treatnent Plant, M. activate the Tyrant 
Rs self-destruct Meshanism, equip the 
Bomb Switch ane noldthe R1 button. Then 
NOG The NON fortwo seconds while 
ai Very Close range to the monster, If 

the Bomb Switch is close enough to the 
Tyrant R, it emits a sma!! buzzing sound, 
Aer WG SeconiS te bomb explodes and 
Tyrant A talis dead The only trick is to try 
and get behind the monster, anc hope that 
oi oy can meen iemreature distracted 
JON) CHOU AAeBem) Switch can be 
activated (Pause onds, 


Search near the corpse of the The chances of carrying Linda 
dead U.S.S. operative in the alley to the chopper before the 

to find a Mine Detector. countdown ends are better in 
When equipped, this device Easy mode, Play the scenario at 
emits a high-pitched sound when the lowest setting when looking 
a claymore mine is nearby, The to add this item to the Event 
Signal grows louder and faster Checklist of the scenario, 


depending on the range. Fire at 
unavoidable claymores from a 
Mine Detec distance to detonate them, Work 


your way down the alley with the 


If the Urban Area was entered from the 
Tunnel, then procure the Rocket Launcher 
from the car in the area under the highway 
overpass and use it to significantly 
damage—if not kill—the Tyrant R. 
Otherwise, wait for the monster to charge 
or attempt an attack, Avoid its attack, 

run behind it and attack from its rear, 
Repeat this pattern until the creature falls 
unconscious, 


; Mine Detector equipped and avoid Claymore Loc. } 
or set off claymores as needed. Navigate through the Zombie-infested 


Office Building Warehouse to the Office Building 1F area, Easy mode 


Countdown to Tal of 


Upon entering the Office Building 1F area, a countdown begins, The 
amount of time varies depending on the difficulty mode. When the timer 
reaches zero, a" WARNING!” message flashes on-screen for another 30 
Seconds. If the player character makes it to the chopper on time (which 


‘Snot likely unless Linda is left behind), then the scenario is complete, 


VITALITY POINTS 


Sle | 00-000 300-1000 om =1100 [rom-100 | 
r ou) 1000 00-1100 02000 


ATTACK POWER 
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Normal mode Very Hard mode SEA 


Tyrant Reborn 


Hard mode Depending on the starting point 
at which the player begins the 
third stage, the Tyrant R appears 
and follows the player characters 
from area to area. If the player 
character enters the Urban 

Area at Main Street South, the 
Tyrant R appears right away, If 
the player starts at the Urban 
Area stage at the Tunnel, then 

the Tyrant R appears when the player enters the "Behind the Residential 
Area" location. The Tyrant R additionally hampers efforts to carry Linda 
to the chopper at Main Street North, 


hx 


Hop into the back of the nearby 
transport truck to procure a 
Rocket auncher. Then leap 

out amiattack Nyx with other 
weaponsuntil it falls to one knee 
ip pain, Move to the front side of 
Te Creature, equip the Rocket 
Lauicherendyire at the open 


While fighting the monster, it is 
important to maintain medium 
distance from the creature at all 
times to avoid its most deadly 
attacks. Getting a foot entangled 
by the tentacles extending from 
the monster's feet is merely a 
prelude to a swinging arm attack 


annifiiare thé monster. 


\f Rodriguez took off before the chopper was boarded in time, then player 
characters must navigate to the top of the Office Building and take on yet 


Weak sporoniits abdomen to 


or an absorption attack, If killed 
by Nyx, the creature appears to 
absorb the player character! 


On the office building rooftop, navigate to the west end and examine 
the gap in the rail to begin a jump. The character backs up a few steps, 


wito Twines }-another boss to complete the scenario, When moving through the corridor then begins running toward the edge. Press the @ button the instant the 
of Office Building 1F, a Zombie breaks through the sealed door In the character reaches the edge to leap the gap. If the & button w 
NDERBELLY Je-center of the passage. Enter the stairwell and ascend several flights up with the best timing, the character climbs up the other side immediately 
to the rooftop, Zombies appear continuously in this passage, so reach the If not, the character may be left hanging from the edge. Appeal to othe 
‘SH600 berooftop as quickly as possible. Continue carrying Linda the whole way. player characters or AIPCs to aid in climbing up, Otherwise, hold @ a 
rapidly tap @ to make the character pull him or her self up onto the ledge. 
DESPERATE TIME 


Time your jump carefully 
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Board the Truck xs ‘ 


After defeating the nightmarish Nyx, return to the gap between the 
highway and the rooftop. Examine the white board and choose the option 
to create a ramp between the rooftop and the highway, Then carry Linda 
up the ramp and toward the transport truck on the highway. Wait until 
Linda reaches the back end of the truck, then climb in to complete the 
scenario. 


Use this board to make a 
to the rooftop? 


rooftop to create a rat 


so that Linda can finally be 
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Notes for Easy, Hard and Very Hard Modes 


In Hard mode, the Bomb Switch is located at the west end of Maintenance Passage 2, near the stairs blocked off by debris, In Very Hard mode, the Bomb 
Switch is located in the Floodpate Control Room, behind the crates. If the crates are pushed before the item is procured, the chance to obtain the item is lost. 
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As the main scenarios are completed, new bonus mode scenarios become 
unlocked in the Collection meny that can then he purchased by spending 
the required number of ranking points, Begin an Elimination or Showdown 
tun by selecting them from the Scenario Select menu, Elimination and 
Showdown can be played online and offfine, 


In Elimination mode, player 
characters fight the clock, fight 
enemies and fight over the meager 
Supply of weapons offered. Rooms 
from various stages are combined 
into a single stage. The effect of 
walking through a door is like 


Elimination 


“warping” to a room of another stage. However, the destination of each 
> door is set, so maps are provided to aid in navigation. 


Each area contains enemies. Each 
defeated enemy is worth 10 points 
and a note on the Event Checklist, 
Eliminating all enemies is worth 
50 additional bonus points. Some 
enemies include zombie player 
characters, Oddly, your player 


{n Single Play mode, one player 
character must survive Elimination 
alone without the help of AIPGs. In 
Network mode, players can join up 
and play together. Infinity Mode and 
Nightmare Mode can be turned on 
in Elimination mode. 


character may end up killing himself or herself! 


Elimination t 


of the main scenario 


Elimination 2 | Clear 4 of the main scenario 


Elimination 3 = Elimination 1 of Elimination 


Showdown | | Clear 3 of the main scenario 
Showdown 2 | Clear all 5 main scenarios, or End of the Road: Defeat Nyx. 
Showdown 3 | Clear Showdown 1 or Showdown 


Kill as many enemies as possible 
within the 30-minute time limit 
using the meager weapons and 
ammunition supplied, The items 
appearing in each room are 
fixed during Single Play mode, 
yet different depending on the 


gr 


difficulty selected, In Network mode, items are randomly determined, 


In Elimination 3, claymore mines 
are sel in the B2F Passage, the 
Drainage Area and the Stairwell 
from“End of the Road”. Grab the 
Mine Detector located near the 
starting point in J's Bar to help 
prevent major character damage. 


In Elimination 2, there are some 
vine-like enemies called “Twist 
Uppers” that appear at the 
Suspension Bridge and Hospital 
Back Gate areas, These foes, which 
cannot be destroyed, serve merely 
as traps that can be easily avoided, 
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Showdown 


Showdown mode is a kind of "boss-rush" mode in which players move 
from one boss fight to the next in direot succession, Bosses that appear 
in Showdown mode hail from the original Resident Evi! Outbreak as well 
aS File #2. 


In Single Play mode, one player character must survive Showdown alone 
without the help of AlPCs, In Network mode, players oan join up and 
fight together. Infinity Mode and Nightmare Mode can be turned on in 
Showdown Mode. 


(162) 


= 4 
kD ‘a 


| Fighting the bosses in situations that are isolated from the rest of 


‘the scenario is quite abit more difficult. Without the chance to amass 


weapons and ammunition before the boss fight, player characters must 


gather and make proper use of the weapons and items provided. Strong 
weapons provided during the first few boss fights must be collected and 
conserved for use against the more difficult bosses appearing at the end 
of each scenario, 


Hems and weapons appear in lesser quantities with each consecutive 
boss fight, Players who use powerful weapons and artillery unwisely may 
end up facing the final boss with nothing more than a knife, Also, take a 
moment to collect major weapons and ammunition before finishing off 

a boss, so that the player character Is not transported to the next fight 
without the proper equipment. In Network mode, the items appearing in 
"Showdown 3” are randomly determined. 


Finally, please note that Rocket Launchers in Showdown Mode are one-hit 
Kill weapons, inflicting 9999 points of damage. Unlike the main scenarios, 
monsters do not persist following this attack. Save Rocket Launchers 
found in earlier boss battle zones for use against the final monster of a 
series, 


F 965 
Boss Monster Appearances x 


GS SHOWDOWN 1: G Mutant, Giant Leech. 


Suspen-Dead, Thanatos, Thanatos R 


SHOWDOWN 2: Zombie Elephant (Titan) 
Male Zombie Lion (Stalker), Giga Bite, 
Tyrant R, Nyx 


SHOWDOWN 3: G Mutant, Giant Leech 
Suspen-Dead, Thanatos, Tha 
Zombie Elephant (Titan), Ma 
(Stalker), Giga Bite, Tyrant R, Nyx, Tyrant C 
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MUTATOR 
erate tener mr ne tteeeecntaneinetnnene 
The 6 Mutant is not a particularly fast boss, but 
the eggs covering its backside explode when playar 
Characters approach too closely, This makes it 
difficult to attack the 6 Mutant with melee weapons. 
However, due to the limited resources during this first 
battle, it is imperative to try, Pre-armed characters 
such as Mark, Kevin and Alyssa fare better in this 
battle than others, When playing as any other character, use the Handgun and 
Shotgun typically found in the area to attack the monster. If better weaponry is feminine [wmf [own | E 
found (in harder modes), collect them and hang on to them for use against tougher [ soo~ss0 | so0~590 | 700-790 | 
bosses. 


Small embryos drop from the giant mutant, attach themselves to a player character LITY y 

and cause several hits of damage. Although these creatures are easy to stomp on ah eOUntsS Shins Embr 0 

and squash with a low kick attack, holstering weapons during this intense battle Is i 
not wise. Blast one or more of these creatures as they scuttle up, and attack the 6 SC oS ee 
————— Ce CC 


attack power: Mutator Embryo 


VITALITY POINTS: Mutator ( | 


GIANT LEECH ; 


Load up on weapons and recovery items at the north 
end of the underpass, then climb into the water and 
head south to take on the Giant Leech. Search the 
water for additional items as needed. Avoid the use 

of melee weapons or tackle attacks against the Giant 
Leech, since the creature causes high damage by 
ramming player characters with its immense hody and 
long snout, However, it is worth mentioning that the unarmed attack of any player 
character causes four times the normal damage against the Giant Leech, 

If player characters move too far away from the monster, It loses interest in the 
pursuit. The Giant Leech then begins searching underwater with its tentacles, 
striking when it senses the location of its prey, Whenever the monster gives up the 
pursuit, draw it back to the surface by approaching within a few feet and then try 
to escape before it rushes forward. It is possible to conserve ammunition by turing L 

the Giant Leech back to the dock at the north end of the area, and eliminate It VITALITY POINTS: eech 

using low kick attacks. Collect a Grenade Launcher from the water close to the top fe 
before defeating the monster, Z % my 


400-450 


Tentacle 


Poison Liquid 80~100 


#0~100 


attack power: Leech 
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SUSPEN-DEAO , VITALITY POINTS 


y sy HAL ! {WEI J 
The lobby is populated with three additional Lickers, [Single [200 [a0 [a0 ‘fam 
[400 


who make it difficult to focus on eliminating the - [00 
boss, Avoid wasting ammo on Lickers by standing at eae 


‘the west end of the Joby, Wait until the creatures ATTACK POWER 
congregate at that end, then run around them and — 
attack the boss hanging from the doorway, 


The Suspen-Dead's worst attack is a continuous 


tongue lashing attack, in which the boss extends (ts tongue and waves it back 
and forth, causing severe damage with every hit. This attack ean be avoided by 


Lift Initia 9-660 0-700 | 600-750 
standing just out of range of the tongue. ame 200__} 110~250 


iting Loop 
Blast the monster with Handguns or Shotguns, or attack it with Iron Pipes or other melee weapons. Avoid trying to use a Grenade Launcher, since the 
downward arc of the projectile sometimes misses the hanging boss, Whenever the boss begins to scream and shake, cease firing and seek cover. The Suspen 
Dead cannot be damaged while shaking. The motion also means it is about 10 perform Its tongue lashing attack. Continue attacking the monster when it hangs 
limply again, 

Conversely, another good strategy is fo run past the Suspen-Dead into the corridor, near the exit of the hotel. Not only can't the boss reach you with her 
tongue, the regular Lickers are unable to make contact either! A Rocket Launcher is located near the front door in the easier difficulty modes, Keep this 
weapon for use against later bosses, 


[Tengu Tost_——— [100-180 [roan [amo—aao [00-600 | 
[wi 1a) | 


THAN ATOS 


| 
Thanatos is a deadly executioner, 
but for some reason has trouble 
with stairs. Stay on the stairs and 
r 6) attack it with firearms, especially 


[single | 300 


[network [3600~7800 
ATTACK POWER 


10~ 8500 000-9200 420010000 
3800~ 8900 4000—9200 4200-10000 


Grenade Launchers if rounds are 
Still available, In easier modes, the 
hall is brimming with recovery aids 
and ammo for previously acquired 
weapons, Restock and reload before 
defeating Thanatos. The creature 
can be avoided for short periods of 


| ) by reloading weapons while standing on the stairs or in the upper galley. 


a iO 
Thrust (Instant Death) | 2000 200 2000 2000 
[orc atce [160-200 [w=2r0 —[>o0-200 [20-100 


THANATOS R , VITALITY POINTS 


Bringing weapons into this battle is 
half the battle, since there are no 
firearms present. Otherwise, best 


3000-0500 | 4000-9200 
300-6500 [000-8200 [4200-10000 


of luck fighting Thanatos R with ATTACK POWER 


nothing but melee weapons! Grab 


ammunition in the area, reload guns 
and take on Thanatos from the closest 
range possible. if you have a Rocket 
Launcher, use it now to deplete some 
major vitality points, 


[Arm Swing [120-150 [250-200 [300-330 as0~1g0 
Shaking Arm =| 300-330 400~440 450~480 500~540 
6 
ju hk 220~250 380~420 §00~530 650~680 
Otherwise, dodge the monster’s attacks and move away. Then turn and fire once or 
twice until the creature moves to attack, Stay within close range of the monster, ; 
or it may start its jumping attacks, Whenever Thanatos-R jumps into the air, look for its shadow to appear on the ground and move a few steps 


away trom the spot. Try to st ‘to prevent it from leaping off again. Many ‘arm attacks can he avoided by 
performing a tackle or special attack at the moment it attempts to strike 


ZOMBIE ELEPHANT (TITAN) | VITALITY POINTS { 


The Zombie Elephant attacks enemies 
in its line of sight by stampeding, 
lashing out with its trunk, or 

swinging its head in an attempt to 
gore characters with its tusks, When 
attacked from behind, the Zombie 
Elephant stomps its rear legs in an 
effort to trample people underfoot, 
Avoid all of these attacks while facing 
off against this enemy in the Elephant 
Stage area, Obtain weapons from the 
sound booth and the stage floor, especially the Newspaper + Bottle combo item if 
playing as David. Before defeating the creature, collect a Grenade Launcher from 
this area, 


10-9000 y0~11000 
500—12000 | 10600~13000 


800-1000 
2000 


MALE ZOMBIE LION (STALKER) viratity Ponts 


The male Zombie Lion ts accompanied 
by a female Zombie Lion in easier 
modes, and by two females in 
harder modes, Avoid its pouncing 
attacks by staying away from its 
front side. Attack it from the sides 
with powerful weapons, but avoid 
getting too close. Otherwise, it may 
spin around and strike. Try to avoid 
wasting ammo on the females since 
the battle ends when the male is 
defeated. 


Jumping OFF 300-400 ae 350 
Rearing Back Attack 280 500-540 


Find and collect the Bomb Switch located in this area when playing “Showdown 3", and hang onto it for future use, Panos the Stalker may 
leap atop the streetcar platform's cover to escape the jabs and shots of player characters, Use these times to collect and use recovery items or additional 
ammunition in the area, When the crealure leaps back to the ground, resume attacking it until the battle is won. 


CIGA BITE ‘ 


Lead the additional Mega Bites 
away from the boss, then navigate 
around them and attack the Giga 
Bite. The battle ends when the boss 
is eliminated. Try to avoid wasting 
ammo on smaller prey, Occasionally, 
four Mega Bites roll through the 
tunnel, Avoid this attack by moving 
off to the side of the area or 
position the player character behind 
one of the columns, 


Giga Bite remains stationary throughout most of the battle, making it an easy target. it may craw! forward a few steps and attack with its forward 
legs; however, this attack can be easily avoided. When playing Showdown 2, procure the Bomb Switch that is typically located near the central 
column before defeating Giga Bite, 
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TYRANT R ‘ 


Oe 
The easiest way to defeat the Tyrant on 9000 5000~ 10000 6000~11000 0012000 ’ 
Rise sete oa Sih ox == 
aotivate the Tyrant R's self-destruct . 

mechanism, equip the Bomb Switch 


and hold the RY button. Then hold the 
® button for two seconds while at 


very close range to the monster. When 

done properly, it emits a small buzzing 

sound, After two seconds, the bomb 

bursts and Tyrant R falls dead. The 

only trick is to try and get behind the 

monster and avoid the attacks of the creature long enough to set off the bomb, 


By all means, use the Bomb Switch to kill the Tyrant R during every attempt, 


whether playing Showdown 2 or Showdown 3, But before killing the monster, 
procure plenty of ammunition from the area in all difficulty modes, Fi 


HYX VITALITY POINTS 
Hop into the back of the nearby 
eee emer vereree eet eee 

transport truck to procure a Rocket sar > 7000 

{iieccher Thos lead Vut and atfank feo [00 [too ——[ row ——] 

Nyx with other weapons until it 5 

falls to one knee in pan, Move to ATTACK POWER 

the front side of the creature, equip : , 
: the Rocket Launcher, and fire at : a a CT 
166 the open weak spot on its abdomen, a 

Repeat this process If a second 


Rocket Launcher was garnered 

from the Apple Inn Front Lobby in 
Showdown 2. In Showdown 3, attack and defeat the creature with Handguns and 
Shotpuns, of Grenade Rounds if possible. 


While fighting the monster, maintain medium distance from the creature at all 


times to avoid its most deadly attacks. Getting a foot entangled by the tentacles 
extending from the monster's feet is merely a prelude to a swinging arm attack or 
‘an absorption attack, 


TYRAXT C 


When playing Showdown 3, collect 
‘one Rocket Launcher from the Giant 
Leech boss fight and retain it through) 
the subsequent battles, Defeat Nyx 
with a Grenade Launcher and other 
weaponry, The final battle on the 
R.RD, Rooftop begins against two : _n 
Tyrants. Use one Rocket Launcher to 

defeat one of the Tyrants, then grab al 
Magnum Handgun and use It 
to inflict major damage on the other 


monster. Finish off the second Tyrant using other weaponry, such as the readily lit [300-500 [eoo-sa0 
Molotov Cocktails by the door, - 


oe 200-340 100-540 
100650 
Moments after the second Tyrant falls, the purple-clad, horned Tyrant C appears. 


Find the Rocket Launcher on the north side of the R ind prepare for 
‘the Tyrant C. Use the Rocket Launcher to defeat the final monster, but don't miss! é 
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Note the following abbrevial all the tables in this section: 
E = Easy; N = Normal; H = Hard; Vt = Very Hard 
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One of the most challenging aspects of Network mode is that some items appear randomly. In the harder difficulty 
modes, an item may be one of four things, or nothing at all as indicated in the following tables with a"'No Item” entry. 
Each item is determined independently; there are no"sets” as veteran players might remember from the original 

Resident Evil Outbreak. (tem locations are mostly the same as in Single Play mode, with a few exceptions. 


ITEM LIST; Area Near the Zoo. 
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ITEM LIST: Raccoon City Subway BIF 


ITEM LIST: Raccoon City Subway Platform 


ITEM LIST: Raccoon City Subway Car 
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ITEM LIST: Mountain Path 
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ITEM LIST: R.P.D, BIF 


ITEM LIST: Umbrella Research Facility 1F 
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ITEM LIST: Umbrella Research Facility 1F (cont.) 
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ITEM LIST: Downtown 
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repeatedly as various characters, 


Speoial Items are hidden throughout the various scenarios, Unlike normal map items such as weapons, keys and 
supplies, Special Items do not “ylimmer," Finding certain Special tems in specific quantities opens bonus features 
for purchase in the Collection menu, Finding Special Items is a challenging task that encourages replaying scenarios 


Conditions For Finding Special 


While playing any scenario, a player can find up to eight Special ttems, 
Once a player character accumulates eight, no more can be found for the 
remainder of the scenario, Each scenario contains 20"scenario” Special 
Items that any player character can find, depending on the difficulty 
evel. 


In addition, 20" character" Special Items are also loaded into the 

stage. Character-specific Special !tems can only be found when playing 
the scenario as a certain player character. Their appearance Is also 
dependent on the difficulty tevel. The player can only accumulate up to 
r( 88) eight Special Items total, including both "scenario" and"character" types 
eS of Special Htems, 


“Special Items on the CharactebLég Menu 


Special ttems found during the playthrough of any scenario are 
permanently recorded in the Character Log menu, To view the Special 


SS Items obtained during a scenario, enter the Character Log menu and 


coo# press the R1 or L1 buttons until the “Special items” tab is displayed. Use 
the D-pad or Left Analog Stick to scroll down the list of Special !tems. 


| eee 


found while playing are still permanently recorded to your Character Log 


BD provided that you save your game after the scenario, This means 
‘that you do not have to play an entire scenario through just to find one 


‘or two missing Special Items. Once you start a scenario, you may quit 
BD the scenario immediately after finding that item and still retain it in the 


Character Log menu, This approach greatly reduces the amount of time 
required to obtain all of the Special Items. 


Unlocking Collection Bonuses 


Obtainment of Special tems is key to unlocking certain bonus features 
in the Collection menu. For example, finding all of Kevin's “character” 
Special ttems unlocks:4 feature in the Sound category that enables the 
player to listen to all of his voice tracks. Furthermore, finding every 
Special [tem unlocks a set of extra charaoters that are nothing more 
than hilarious stick ment 


Obtaining Extra Costu 


“Character” Special Item lists in this chapter are sometimes denoted 
as “Costume” Special Items. When the five “Costume” Special Items are 
obtained for a character, a new costume becomes available to purchase 
‘inthe Collection menu, New costumes allow the game to be replayed in 
‘Network mode or Single Play mode with a character dressed in anew 
outhit, 


Using the Special Item Mai 


‘The Special item lists are divided according to scenario and character, 
Each section contains a set of maps depicting the location of each 
Special ‘tem. Many Of the location markers are rectangular in shape, 
‘sticking outward from walls and furniture, The rectangle indicates where 
to position the player character and what direction to face in order 

‘to search and find the Special tem, Obtaining a Special Item from any 
Jocation is a very exact process, requiring the player to search in the 
‘exact fooation to find the item. 


Note that some Special Item locations have two callout numbers. This 
usually means that different Special Items are found when the spot is 
searched in various difficulty modes, or it could mean a different Special 
‘Tem appears when a specific character examines the spot. 


UNDERSTANDING THE TABLES—— 
oe at ne oration nthe takes as een abbreviated to conserve space ere’ 
“what everything means: 


~~ “WILD THINGS” SPECIAL ITEM 


“WILD THINGS” 
SCENARIO SPECIAL ITEMS 


KEVIN “WILD THINGS” 
\SPECIAL ITEMS 
(eal 


|SPECIAL ITEMS 
—_FETNT WTVH Cos) | Callout No. TWame 


| 

D | ce 
[GEORGE “WILD THINGS” || [DAVID “WILD THINGS” 
(SPECIAL LITEMS ||SPECIAL ITEMS 


THT VA [Gos} | Callout No. Name 
Arg c wild Calg 


[World Medici |v |-] ; oo Bloody Goggle 


[YOKO “WILD THINGS” 


SPECIAL ITEMS | SPECIAL ITEMS 


[Callout No. TETNTAT Puiast Callout No. [Name — 
| Exam Se | | ¥ 1 8 
ab re | (viv{ : 200 Goa 
ee NE 71 | Sleepy Raccoas 
le TON TS | 


G15 [Mr Raccoon waten 


“UNDERBELLY” SPECIAL nite 


\IMaRK “Witp THINGS” — 


Tay cai tala Wo. [Nami 


TET NTH TWiT 60 
E Iz 
| 


||cINDY “WILD THINGS” — 


TEENA TVA 


|| “WILD THINGS” 
||SPECIAL ITEMS — 


~ |[aLyssa “WILD THINGS” 
||SPECIAL ITEMS 


“UNDERBELLY” SCENARIO 
SPECIAL ITEMS 


Emergency Ration 
ubway Cap 
18 Rulebook 
“| 
ibe with tape: 
| wsed tn 4 locations, (see scenario} 


KEVIN “UNDERBELLY” 
SPECIAL ITEMS 


MARK “UNDERBELLY” 
SPECIAL ITEMS 


JIM “UNDERBELLY” 


DAVID “UNDERBELLY” 
PECIAL ITEMS 
| atlout | 


ALYSSA “UNDERBELLY” 


SPECIAL ITEMS 


INDY “UNDERBELLY” 
SPECIAL ITEMS 


“Appears atter Lighter is used in 4 locations, (see scenario) 


“FLASHBACK” SPECIAL ITEMS 


. BACK GATE 


1193} 


|“FLASHBACK" SCENARIO 
|SPECIAL ITEMS 
[Calioat No. [Namie 


TETNTHT VE 


ast Moment 


JIM “FLASHBACK” 


CINDY “UNDERBELL' 
SPECIAL ITEMS 


~ “DESPERATE TIMES” SPECIAL ITEMS 


“DESPERATE TIMES” 
SCENARIO SPECIAL ITEMS 


a aooneauoad 


() 


KEVIN “DESPERATE TIMES” MARK “DESPERATE TIMES” JIM “DESPERATE TIMES” 
SPECIAL ITEMS SPECIAL ITEMS SPECIALITEMS 


ALYSSA “DESPERATE TIMES” 
SPECIAL ITEMS 


No. IN 


DAVID “DESPERATE TIMES” 
‘SPECIAL ITEMS 


“DESPERATE TIMES” 
SPECIAL ITEMS 


Too! Cleaner 


YOKO “DESPERATE INDY “DESPERATE 
SPECIAL ITEMS ‘SPECIAL ITEMS 


| Callout No. | z 


“Appears after revealing the coutral stsive's hole. 


“ENO OF THE ROAO” SPECIAL ITEMS 


{198} 


Kl Used Jean 


ar Air Fre 


x10 Ultimate Clean 


[Strong Glove 


PECIAL ITEMS 


[mcr || 


a 
aig Pill Case Watch 


GEORGE “END OF THE ROAD” 


[ae fac oane ZL] 


JIM “END OF THE ROAD” 


MARK “END OF THE ROAD” 
‘SPECIAL ITEMS 


cig Large Waren 


19 [Herb Cream 


“Appears after Nyx ts defeated. 


Collection Items 


Purchasin 


Once a Collection item is unlocked, result points must he spent to 
“purchase” the item, As explained in the"Game Basics” chapter, result 
points are acquired by completing as many objectives as possible 
withou! partners dying and while finishing the scenario in the shortest 
time possible, Purchasing everything on the Collection screen requires 
nearly 650,000 result points. Accumulating this many points requires 
several replays of every scenario. To avoid spending the rest of your life 
replaying the scenarios over and over, try to maximize the number of 
points acquired for each scenario played. Follow the tips below to gain 
the most points per play, The tips are listed in priority from greatest 
priority to least; 


GR Play online rather than alone and refine 
teamwork skills so that all player characters 
survive every mission 


GR Refine skills to achieve the “NO DAMAGE” 
and "NOWEAPON" bonuses each time. 
Acquiring one or both bonuses doubles or 


triples result points, respectively, 


GR Focus on time ranking rather than on 
scenario achievement. Complete the 
scenario in the shortest time possible. 


GRR Play at higher difficulty tevels. 


xuecrion 


F] 2 eee rete eet * 


The addictive part of Resident Evil Outbreak File #2 lies in unlocking bonus features in the Collection screen of the GH 


title menu, Collection items become unlocked after scenarios are completed successfully without dying. After playing & ( | 
scenario, brief messages flash on-screen when new items have become uniocked in the Collection screen. 


Resident Evil Outbreak 
Qata Import 


If you played the original Resident Evi! Outbreak and unlocked and 
purchased secret costumes, the same files can he unlocked in File #2 

by importing save game data, Insert a memory card with Resident Evi! 
Outbreak data into memory card slot 1, go to the Gollection screen, then 
choose the “Data Convert” option. Choose the second option to convert 
Resident Evil Outbreak data to File #2 data and the process begins. 


Transfer COLLECTION data from 
RESIDENT EVIL OUTBREAK FILE #2 to 
RESIDENT EVIL OUTBREAK. 


Likewise, if costumes available in Resident Evil Outbreak are 
purchased in File #2, then save data can be converted so that those 
Costumes can be used in Resident Evi! Outbreak. Therefore, it does 
not matter which game the costume is unlocked in, as long as the outfit 
is available in both games. Therefor, File #2 enables players to unlock 
Costumes in the original Resident Evil Outbreak for a greatly reduced 
rank point cost, 


"GALLERY" items can be unlocked by completing the various scenarios 


of the game under certain criteria. Images to unlock Include computer- 
Henerated artwork of the characters as they appear in the game, early 
concept drawings of the characters, CG and illustrations of various 
monsters encountered in the game, and screenshots or concept art of 
certain locations, 


GALLERIES 


Character Image Kevin C6 A anh (A JE 1039 [Creature image Zombie & [Open by default, S500 
[040 [Creature image Zombie 8 Jopen by default. ‘| ~—600_| 
wracter Image Kevin Wiustration AOpen by default, 500 [041 [Creature Image Zombie G [Open by default, 
llesaetae Kevin C6 8 clear 3 of the first Ove eoenarios as Es Sreature image Zombie Narse JOpen by éetoutt 
Kevin, regardless of ditficul lOpen by default. | 500 _| 
oF Ynaracter mage Kevin asain B[Clear 8 of he st ve sce Creature image Zombie Researcher [Open by Seta. [600 
Kevin, regardless of difficult ure Image Zombie Subway Open by default. 
[| haracTor image ark OA [open by default [| 
[006 [Character image Mark stration J Creature tage Zombie Lab coat [Openbydeham | at | 
fnteents Image Mark 06 B [Clear 3 of the first five scenarios as [ 047 [Creature image Cerberus 
ark, rogardess of iia [a Jreatre image fa 
oa Oaracor image Mark asain Bier Bet Icresture image Crow [Open by gefaut, F300] 
fel mn © {050 [Grestore mage Waxy Open y default 
[was [Oharacter ape Ta CO Ost JCrestre mage Giant Spider [Open by default, 500 | 
[010 [Enaracier nage i istration A [Opes by E [082 |Creatre image Scissor A [Open by default. | 500 | 
DIT [Character image Jim CGB 1 053 [Creature image Scissortail B TOpenby default, 500 
s [054 [Oreature image Hunter loge by defaut, {$00 | 
(Character Image lim Mustration 8 [Clear 3 ofthe fist five scenarios as | 1000 Open by defay | s00_| 
Jim, regardiess of difficult o 2 500 
[a foharaeter tage George O6A [Open by deft [00] d le 
01+ varacer Image Gearpe S> {05H [Creature image Giant worn [Open by deta] 
(id) opp fevers) a P| 052 _[oreature image Baby Moth 
BIS [oharacierinage George OO 8 [Gear Saf the frat live wenaron te <2 ones by defal 
- Cos) [creature image Fetal 6 
i estte cesar of ee {062 reature mage Leveh Man [Open by etal, | 300] 
wi Gare ea So he fe sera 065 [Creature Image Leech Tdpen by deta. 500} 
ae poe [-0st—[Creatue image Giant Conch [Open by default 500] 
[Orr [oharacter image Band OA [Open by fant, Par Testes inom tertons Open default 
[O18 [Character Image David Nustration AJOpen by default 
hid Character Image Oavid C6 B Year 3 of Uhe first five scenarios an E 
David, regardless of difficult) | vreature Imi 
etaracter Wage David stron @cloar 3 ofthe st ve seenrior a natant 
bavi egardles of sitet, 
[ G21 Character imaye Alyssa CGA Open by default, Clear 3 of the first 5 scenarios, 


Character image Alyssa illustration AOpen by default realure Image Giant Spider 
acter Image Alyasa CGB [Clear 3of the first five scenarios as itestration 


gar dies of tet 2 re mage Scinsortal A 
@ Oirst five scenarios iustration 


Alyssa, regardless of difficult 


Alyssa, regardless of dificult Creature tmage Baby Moth lear 3 of the first 5 scenario 


Character tage Yoro 02 iasrtion 


Character Image Yoko iltstration A [Clear 3 of the frst 5 scenarios 
(alumna Tinage Yoko 06 8 leat 3 ofthe ft Ove Scenarios as ssiration 
Yoko, regardless of difficult (Creature Image Thanatos & Clear 3 of the first 5 scenario 


(Character Image Yoko Wlustration B [Clear 3 of the first ve scenarios at 
ltlust 


Yoko. regardless of dificult, 
[Gharacter Image Youo CoC lear 3 of the fret Ave scenarios as [Creature image Gnaw illustration —[Olear The frst5 scenario 
Yoko, regardless of difficult (Creature Image Swarm iiustration [lear the first 6 scenarios. 
32 [Character Image Voto Mustratvon C [Clear 3 of he first five scenarios a Creature Image Ratfesia Clear the fr 
Yoko, regardless of ditiully. istration 
[sa | Character Image Cindy COA open by defauit 082 [Creature Image Horn 8 
Character Image Cindy illustration A[Open by default. xe 
iiwstration 
[Clear 3 of the first five scenarios as Creature Image Feral llustration 


Cindy, regardiess of dithicuty. 


15 scenari¢ 


15 [Creature tmaye Large Roach Clear the frst 5 scenario 


ustration 
B |Oreature image Botanic Zombie [Clear The frst 5 seenarioy, 
itustration 


47 [Creature image Nighishade 
lustration 


| To Access. Price # | Deseription To Access 
~] 1000 137 | End of the Road; Early Stage Desigol Glear End of the Roni 
| Normal, Nard. _ 


1000, 138 id: Early Stage 


a & } 
tat ]o Tt |_| oiaPassapway | 
iystation iver. 139 | End of the Road: Early Stage Design| Clea 
— |_| cmerpene Sea | normal ar 


00} 
} 


Early Stage Desi 


Tsconaries 
efeat Wy 


(ther Wallpaper 3:8 Playable 
Characters 


OT [Underbel TH _[Other Wall Gi conarios witha! | 2000 
102 Untertelly: Set Design Subway 2 Looking 

103 _[ Underbelly. Set Design Subway ar Underbelly. yer Wallpaper 5: Intensity of 
—To4Toderbeliy: Set Design Subway & | Clear Underbelly. z thet 


ian Abandoned 


108 | Flashback, Sel Design Abandoned 


| Gar Fastback 


|hospita | | 
Tiear Desperate Time 

Tesperate nas Set Design Povce | Uiear Desperate Times. To} 

Station? __ | wei Ha 

Toesperate Tim 100 


ation 4 


et 
yen 


| Minefield 1 
The Nad: 
jinefield 
1 the Road: Set Design 


F The Rowd: Sot Design 
Minefield 4 


Ha 
‘lear Wild Things 


Wild Things: Early Stage 0 
Inside 200 
7 Things: Early Stage Desig 


¥ Normal 


stroom 
1 iesiroon — eee 
TH [linderbelly arly Stage Design | Clear Underbony 1m Enay, Normal 
use Dump Mart | 
]Uncerbelly: Early Stage 0 Clear Underbelly Easy Hormal, | 1000 


[inside Cabin 
J Flashback: Early Stage Desig 


| Hosp 
2 | Fla 


Flashback: Early Stage Desiga | Clear Flashback In Easy, Normal, 
Hart. y 
Clear Flashback In Easy, N 


| var Flashback in Easy, Normal, 1000, 
ek Early Stage Desig 000 
| 
| o's Oh A ees 
i 7000 
Basement 
a ich: Early Stage Design 1000 
Flashback: Carly Stage Design | Glear Flashback Wn Easy Normal, | 1000 


| Botan 


Completing scenarios may unlock extra characters for use in the game. 
The conditions to unlock these bonus characters often in 
a soenario as @ certain character or ina specific difficu 


034 [NATHAN (DAVIO type) SAMUEL JIM 
type) tomate 


a iga america 
Network mode, and vice-versa, ee ne 


bis GEORGE type) Umbrella 
roher 


aa 


[RAYMOND (KEVIN Type) ARTHUR 
(GEORGE type) AARON (MARK type) 


oe java MARK type) ERIC (DAVID 
HARRY (GEORGE type) LAD 
YORO 2 (ORO type) I's Bar 


Disou 


Boa ella 
Researcher 
| FROST (GEORGE type) FROST 
8 (GEORGE type) Umbrella 
HURSH (GEORGE type) Raccoon 


KEVIN G (KEVIN yp Lone a T7|Gainer all Keio Costume Specal 70000 ospital Doc 
Noms. aes 


03 [MARK:D (MARK type) Casual Wear [Open by detauit, T1000 


AKC (MARK type) Gotonel's ther all Mark Costume Special | 10000 


— (Open by default. (en KEVIN 
i GILL (MARK type) GILL:B (MARK 


ATHY (CHOY ype) ELEN 
*: tea (ALYSSA type) Raccoon Hospital 
Nurse 
kik (KEVIN Type) DANNY:B 


pe) Raccoon Fire Fig 


033 [FRED (GEORGE type) ANDY (JIM — [Clear Desperate Times. 
type) JEAN (JIM type) R.D,TONY 
MAAK type) PD, Dog Trainer 


(Clear Desperate Times on Hard 


End of the Road: Saw "Up and Away 
w/Linda” scene or saw" Run Like 


lear Eng of the Road 3000 


(Glaar End of The Road on Very Hard. 


End of the Road: Saw “Up and Away 
scene or saw “Run Like the Wind 


3000 


Open by deta 


[Open by default 


pen by detauit, 


Open by default 300 


‘Open by default 


Open by default 


Open by defeat 


(Open by default. 


Open ty default, 


‘Open by default. 500 


Pa pace (GEORGE type) (Gather all George Costume Special ed = type) Raccoon Fire Fighter 
Operation X Stems z LEN (GEORGE type) Raccoon Fire 


Open by defantt 


[009 TDAVIO-B (DAVID Type) Ciub Scene [Open by defauit, 1000 ighter 


(kes DAVID type)Real Survivor [Gather all David Costume Special ter [Peven OM type) George's Frend 
tem. 
Uhl] Porta Type) Street — [Open hy default, ad : 
cone 
rcceeah ALYSSA type) Midnight [Open by default. [ell 
we SID ALYSSA oes arate | ater a Aas Costa Speci i 
torn E 
~ ILYSSAZE (ALYSSA type) Victory 30000 
Bead 


bidlcesseme | 015 | YOKO:G (VOKO type) Spring Fashion |Open by default, “1000 
[016 JYOK0:C (VOKO type) Gym Class [Open by default. __ | 3000_] 


Ball iE (YOKO type) Worker's Gather all Yoko Costume Special all [Mr.RED (KEVIN lype) Mr.BLUE 
movies Yom (GEORGE type) Mr.GREEN (JIM 


Jat 0K CORD el Summers (Clear Showdown 
oo u Snow: {30000 pe) Mr.GOLO (MARK type) 
UM 


FRANK (GEORGE fypyFaeooon 
a usity Teacher 


LUKE (KEVIN type) U.S. Member 
WIGOLAS (GEORGE type) SEAN 
(GEORGE type) PHILIP (DAVID 
type) OON (MARK type) ROONEY 


ee 


hall rmdir! [Gather all Cindy Costume Special 
tem 


[022 |CINDY:E (CINDY type) Coquette __[Ciear Elimination 2, _]_30000_ 


[AUSTIN (MARK type} Zoo Watchman] Wild Things: Got Item fromm Patric or el 
nat 
had: 10 type) Zoukeeper zy 


[AL (GEDRGE type) Clear Flashback 
(Cabin Dweller AL C(GEORGE type) 
ospital Administrato 
AXEMAN (MARK type) (Clear Flashback on Very Hard. 
Freak AL 6 (KEVIN type) Unmasked 
Freak 


(dl REGAN (ALYSSA type) REGAN 8 


cYOKO type) Surviving Citizen 


DOROTHY (CINDY type) Al's Wife FI we ‘Saw "A Glimpse of the pore | 
Foden fami ca ‘Overcoming the Full 


[anna HAR pm [ea Desperate Toes Ren, —[ m0 
[031 TRITA(ALYSSA type) RAD. [Citar Desperate Times on Very Hard. | 6000} 
Ca 


Slings teanae 


. 2) 0.8.6.8. Member 
1 0s6_| 
057 


Ms. WHITE (ALYSSA type), Find all Special items, 
pried (YOKO type)Ms. WATER 


Open by default 


Open by default To000 


Traits and Characteristics of Extra Characters 


The extra characters unlocked each have their own physical strengths. 
and limitations, much like the regular playable characters, Each extra 
character has a“type” that makes him or her function and attack very 
similar to one of the eight main characters. Thus, each extra character 
isa" Mark type", "Cindy type", and so on. During scenario play, the extra: 
Character uses the voice and talents of one of the eight main heroes. 
There cannot be two of the same 
type characters playing in an 
Online game, so it is important 

to pay attention to type when 
choosing an extra character to 
play in Network mode, 


Each extra character begins with a 
supply item in his or her inventory, 
Some extra characters begin the 
scenario in bad shape, starting 

off dangerously low on vitality 
points, Some extra characters tend 
to succumb to the T-virus more 
quickly than others, Refer to the following table to determing the extra 
characters’ advantages and disadvantages before choosing one as an 
avalar to play @ scenario, 


CHART KEY 


Name of extra character, 
The playable character type of the exira character 
K = Kevin, M = Mark.) = Jim, 6 = George, 0 = David, A = Alyssa 


VITAL |The maximum vitality points of the extra character, Check the supplemental 


ANGER 
wins peed of the virus ae relative tothe time iT takes to go from 0.01% fo 
100.0% white not suffering damage from enemies. Check the supplemental tabie 


of point ranger 


‘SPEED |The portable speed of the character, Including running speed and speed of 
raising/lowering weapon. Ref plemental table for point r 
The damage multiplier used to determine the damage inflicted to enemiex from 
aituck by the ext 


VITAL TERMS VIRUS TERMS 


Jt 


| Super Max | 
500 
Bs 0 


7 any 


i 
FROSTS 


ETHAN 
|_HOWARD | 


HOWARD 


[Mw | Max | FINE [Fast iron Pipe 


[Fine [OM [von Pipe | 


Mixed Herb (6 


i ade LI 


FINE tidot 


Bala cdl 
=a 


[max | FINE | Fast lve Herb | 
[nT FINE [Fast Tiron Pipe WT 
J ee 


ee 


ae 
OR hed aed 


[ores 


Mixes Herb 
G+R+8 
Recovery 


Pn [Fist aa sory | 


fined aa 


a 
aan 


vg all iil sc al 


[stan G | Max | Fine {fast [Pipe ___ | ‘Siower_[1.12 J 


Hecovery 


[caoowey |S Fine Free Hers Tose 
Min Fast 

‘ct it rE i ml a ila 

sl EL = el Al eel 
Max ast 

Arcana Mell Broil ihe =f il iad 


Underbelly Emergency Evacoation v 1500] 
{031 [Underbelly AilAboard [Clear Underbelly. 500 
{032 “Underbelly Crash and Burn [Clear Underbelly. F500 
{033 [Underbelly Sprinkler System Clear Underbel {500 


1 anes +h 

by Giga Bite, 

pai aie Underbelly as Mark, atacked [500 
by Giga Bite, 

el enclcteeat Tl Clear Underbelly as Jim, attacked 
by Giga Bite. 

7 [Underbelly Streggle (George) [Clear Underbelly as George, 

(ll ela os a 


Underbelly Stropole (Oavid) lear Underbelly as Oavid, atacked 
iga B 


‘WrBLACK ‘Super a 
Max 


WaWHITE ‘Super 
Ved Rd Ee-< Bl =lin 
: 


‘al MLA al lag Roc ald 


Some of the movies displayed 
during scenario play become 
available to purchase and review 
in the Collection soreen.The 
criteria are usually the completion 
of the scenario as a certain 
204 character, Refer to the following 
ss ‘table for all the specifics. 


{oll ret hele 
[002 _ | Wild Things City in Rain [Clear Wild things. —*(500—* 
03 |Wild Things Cindy's Uncertainty [Clear WildThings. 1500 
[006 [Wild Things Open Sesame (Kevin) | Clear Wild Things 4s Kevia. 


[Clear Wild Things as Jim, [500s 


Hoos Twi Things Open Sesame im 
Foon [ii Things Open Sesame avid) [ear Wie Things as Davia, 1500 | 
$010 [wishing Open Sesame Yoko. [sot | 


[Giear Wild Things as Yoko, 
[Clear Wiig Things. _ | 


fo12 Wild Things Colossal Menace | 

; itd Wild Things Power Restored (lear Wile Things on other than i 

pit Closing Gate wi is: Clear Wild Things and 
at Sta 

fad Wild Things Broken Gate 


Wild Thinge Life and Death Wild Things: Clear Wild Things and 

Jephant Titan 

Wild Things Life and Death (Lion) | Wild Things: Clear Wild Things 
alker appeared 


od Titan at Front Gale, 
al Wild Things Death Knell (Lion) — | Wild Things: Clear Wild Things, eal! 
ed Stal 


{022 [Wild Things No Hope Jum) [Clear Wid Things as Jim, ____T 00 
{023 | Wild Things No Hope (Georg [Clear Wild Things as George. [500 | 
{024 {Wilt Things NoHope (David) [Clear Wild Things as David. {00 


(oes wis Things No Hope Alyssa) Totes Wie Things as Asa [ef 


[070_|Wile Things No Hope (Keviny [Clear Wild Things as Kevin, 1600 


Underbelly Strupgle (Alyssa) 


jelly Struggle (Cindy 


(Kevin “Railway to Tomorro ene. 
[Underbelly Railway to Tomorrow | Clear Underbelly as Mark, saw 


‘Underbelly Railway to Tomorrow — [Clear Underbelly as Yim, saw 
jim) “Railway Yo Tomorrow" scene, 
‘Underbelly Railway to Tomorrow 
(George) ‘hallway 10 Tomorrow" scene, 
[Underbelly Raiiway to Tomorrow — |Glear Underbelly as David, saw 
Underbelly Railway to Tomorrow [Clear Underbelly as Alyssa,saw — |500 
(Alyssa) Railway to Tomorrow” scene. 
Underbelly Railway te Tomorraw [Clear Underbelly as Yoko, saw 500 
(Yoko) “Railway to Tomorrow" soene. 
049 |Undardally Railway to Tomorrow — | Clear Underbelly as Cindy, saw 
(Cindy) Hallway 10 Tomorrow” scene. 


050 [Underbelly bold Comfort (Kevin — [Clear Underbelly a& Kevin, saw 
“Gold Comfort" scene. 
7 


51 [Underbelly Gord Comfort (Mark) | Clear Underbelly as Mark, saw "Cold] 
Comfort” se 

Giear Underbelly a¥ lim, saw *Cold 
Comfort” scene. 

‘Clear Underbelly as George, saw 
Gold Comfort” scene. 

‘Giear Underbelly as David, saw 

"old Comfort® scene, 

Clear Underbelly as 

‘Cold Comfort” scene. 


ual Underbelly Cold Comfort (Yoko) [lear Underbelly as Yoko, saw "Cold 
amtort” scene, 


(057 |Underbelly Cox Comfort (Cindy) | Clear Underbelly as Cindy, saw 
Gold Comfort" scene, 

Clear Flashback, saw” Core of the 
Plant” scene 


Flashback Withering Vine 2 Diear Flashback, saw Gore of the 
Plant” soem 


Flashback Withering Vine 3 Clear Flashback, saw" Core of 
Plant 


lear Flashback, saw “Core of the 
Plant” soane 


Bear F ? 


Tnderbelly Colt Comfort dim) 


Flashback Withering Vine 1 


Flashback Gore of the Plant 


scene. 


[Clear Flashback, saw" Wo Green 
hum sce 


Clear Flashback, saw "Repulsion” 
soem 


Clear Flashback as Mark, saw 
Leaving the Mystery Behind 
scene. 

Clear Flashback as Jim, saw 
‘Leaving the Mystery Behied’ 


back Leaving the Mystery 
Behind (Mark 


T70 _| Flashback Leaving the Mystery 
Behind (Jim) 


Saco fewer 
Lt) lashbach wing the Mystery lear Flashback as David. 

[Being (David) ate ‘the Mystery Bebin 
074] Flashback Leaving the Mystery Tear lashback as Yoko, saw: 

Behind (Yoko) “Leaving the Mystery Behind” 


ial ila i Smcmimces |_| 
(Kevin) 
ill ruthie ial} 


vl ladda el 
i he 
m oeaeatictaese || 
« Tru 
eal Tashback A Glimpse of the Truth ]Clear Flashback as Oavid, saw 
(Davi 6iimgse of the Truth” scene. 
Sask A Gia TH orate 
iil lama = 
ial Flashback A Glimpse of the Tru ber iback as Yoko, saw" 
roe) a he Ta 


(alll Desperate ‘mes Zombie Invasion | Clear Desperate Times as Mark. a 
sath 
era foes J 
pe 2 lee Al 
ieor| [Desperate Times Zombie Invasion | Clear Desperate Times as Alyssa. eae 
ce 
L(Youko, 
ope ere Zombie Invasion | Clear Desperate Times as Cindy. nearer 
- 


Mark 

ic Desperate Times Bittersweet lear Desperate Times as Alyssa. — 
Alyssa) 

eee Times BTeraweel (lear Desperate Times as Cindy, rae 


(10 Ta (STOTT toad Finding Linda | ee [S00 | 


(al 7a psrdabl he ‘as Kevin, oli 
water ov 
eatin Clear 
lim) 


Pl nd of the Road Linda's: Clear ye Road as Alyssa, 
nettatd mae sion, 
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Linda (George) saw "Up and Away w/Linda” scene. 
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(Yoko) Linda survived, 
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Complete the various scenarios 

fo unlock the music and sound 
effects from the game, Once a set 
of soundtracks is unlocked and 
purchased, use the audio player to 
listen to the various tracks used 
in the game. 


cial Troms 


all of Kevin's Speciat 


Complete all the scenarios to 
unlock additional gameplay 
modes and difficulty levels, 
Characters and NPC 
Characters: Enables 
customization options for 
playing scenarios in Single Play 
mode, including playing with no partner characters and loading player 
oharacter and partners with alternate costumes. Infinity Mode; 
All firearms have infinite ammunition, and melee weapons never break. 
Nightmare Mode: All enemy attacks are double in power; recovery 
items restore only 75% of usual vitality points. 
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~ [Very Hard difficalty cl 
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AREA MAPS 


FIND THE SAFEST PATH THROUGH EACH LOCALE 
INTRICATE MAPS OF EVERY AREA IDENTIFY ALL 
THE ITEMS AND WEAPONS INTHE GAME ‘ 


NETWORK PLAY 


LEARN THE FINER POINTS OF 
PLAYING ONLINE WITH YOUR 
FRIENDS—OR ENEMIES! 


ThDp_.w c CICS 
TOP-NOTCH BOSS STRATEGIES 
PUT DOWN EVERY INFESTED MONSTER WITH 
FLAWLESS EFFICIENCY. VITALITY POINTS FOR 
EVERY DIFFICULTY MODE INCLUDED, ALONG 
WITH A BREAKDOWN OF EVERY FOE'S ATTACKS: 


YOU CAN RUX, 
BUT YOU CAN'T HIDE 


GAME-TESTED TIPS AND STRATEGIES 
LEAD THE PLAYER THROUGH ALL 11 
ZOMBIE-INFESTED AREAS INTHE GAME. 


COMPLETE COVERAGE OF ALL : 
DIFFIGULTY LEVELS INCLUDED! gaged 


SECRETS & UNLOCKABLES! 


EXHAUSTIVE RUNDOWN OF EVERY UNLOCKABLE 
ITEM INTHE GAME, GALLERIES, COSTUMES 
MOVIES—THEY'RE ALL IN HERE 


IERE'S MOI 


» ITEM AND WEAPON LISTS, A COMPLETE BESTIARY, CHARACTER BIOS, AND MORE 
$14.99 USA/$19.99 CAN 
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